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The Ultimate Game Board In 
athe Ultimate Game System. 


! fact: rformance is directly related to 
Does your realtime 3D graphics board look like the on Hee onto te formance s ety lated to 
on the right? [fF not, you're probably getting your ass : Ey < befits installed in. When cones 0 
handed to you in Quake” and Quake2™ death matches. - é ‘ | & sutita 3 cqstom confgued PCs 9 


If you're serious about your 3D graphics accelerator 
there’s only one choice... Obsidian™ from Quantum3D¥ 


ast Wa lay PC games. Period. 
The fastest way to play PC gar ite ee hen youre 


id's best gaming PC custom built 
eed fo speed - call Falcon Northwest. 
uil starting at $2,495, Falcon 
‘solutions for gameing, graphics, 
; even getting some work done. 


With the most advanced configurations of Vood 
~ Graphics* and Voodoo2™ technology possible ¢ 
Obsidian and Obsidian2™ deliver unprecedented fra 
erate with the features and image quality that 
expect from Quantum3D, the leader in realti 















graphics. 
' When you’ dy to pl ith the bi ive ‘ 7 — APC : 
} you're ready to play with the big boys, give Us; a ne — ere : <n 
call at (408) 919-9999, US Toll free (888) 747-1020) or |: i td aA = 
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| check out our web site at www.quantum3d. com. re ah =. 
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' GLQuake .97 640 x 480 "timedemo demo1" 
Pentium-II 266/64MB RAM/Win95 
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Try not to forget your loved ones. 
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"Now for the PC. 
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Letters and e-mail from our loving public. 
Ask, 20Fx=> pig 


Technical help from the experts. : 


Voodou Review:> pit 
Misc. news and tidbits from the 3D world. 

Cover feature:>> pig 
Voodoo 2 and You. Everything you need to know 
about the future of 3D acceleration. 


Special Feature:> p2&d 


Voodoo vs. Console. The ultimate grudge match. 


Special Feature:> pes 
Spotlight on Psygnosis. A look at one of the first 
publishers to support 3D acceleration. 


Special Feature:> 
25 reasons to own.a 3Dfx card. We run down the 
best software around. 


Future Magic:> p36 


Previews of upcoming games. 


Playground:> p70 


We tell you what's worth buying. And what a) 


avoid at all costs. 
Test Lath:> P36 


Hands on hardware. Cool stuff for your PC. 


Final Word:> 


Coy Tarolli drops science on the early history of 
3Dfx. 
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WELCOME TO 


First off, Id like to say, “Thanks,” for picking 
up this mag. As a reader of the very first issue, 
you can consider yourself a beta tester for 
Voodoo Magazine: you havea very definite 
say in the direction that this magazine will 
take over the course of the next few issues. 
Are you interested in codes and walk- 
throughs? Do you have a particular publisher 
or developer you're interested in reading 
about? What is it about Voodoo technology 
that you find so cool that you've actually 
stooped to reading our humble drivel? I'm 
genuinely interested in what you have to say, 
as well as what makes you tick. Simply send 
email to mail@voodoomag.com to let us 
know what you liked or disliked about the 
magazine, as well as what you‘ like to see 
in future issues. This is your magazine, after 
all; if you're not into it, we need to know 
why. 

Now, lemme tell you where we’re coming 
from, so you can come to grips with the state 
of mind (located a little south of Raving 
Psychosis, btw) directing the editorial of 
Voodoo Magazine. The staff, including our 
myriad cadre of freelance weasels, have been 
Voodoo fans since the beginning — Dave 
Winding, pres of Dimension Publishing, was 
the person who talked me into buying a 
Monster 3D in the first place, back when 
the damn things cost $300. We're a group 
of late 20’s/early 30's guys who've been 
playing video games since the Dawn of Time. 
As such, we've gone through Atari 2600s, 
Apple Ils, Colecovisions, C64s, Nintendos, 
PCs and PlayStations (just to name a few), 
never letting blind faith in one system hold 
us back. If there was a good game, wed play 
it, regardless of the platform it was delivered 
on. At this point in time, the collective feeling 
is that 3D acceleration is easily the greatest 
evolution in video games since the invention 
of the joystick. We believe that 3Dfx 
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emutareatee The Fastests3D-Gameplay. Period. 
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ages of most computer gaming map. 
Does this mean that dedicated consehe 
disappear or be completely replaced by 1 
Well, since Dimension’s PlayStatic,” 
Nintendo 64 magazines help pay the 
and keep the power running to our NFL 
arcade machine (Midway 
Entertainment nearly caused the first; 
of Voodoo to ship in June), we Sure ¢, 
think so. PC gaming is much more e 
and frustrating than simply slapp; 
cartridge or CD into a ded and hittin 
“On” button. But, after all the Issing yj 
drivers and calibrating of controls, a i) 
game is staggering. Once you see a Vood, 
powered game running for the first ti 
you never want to play anything else, sig 
EOE " * q 
Id like to take this opportunity to, thanks - 
people who made this magazine a rea 
First off, thanks to Scott Sellers and Ga 
Tarolli for actually coming up with the chin 
in the first place. Thanks a ( 
Ballard, President, CEO and He 
3Dfx and marketing diva Sii 
for putting up with my crap 
years. This mag couldn’t h. 
without support from Darleni 
Gray, Brian Bruning, Valerie Ti 
Williams, Andy Keane, Marci 
Kennedy and all the rest at 3. 
Oh, yeah, I'd also like to thank th 
of people who have already subscribed 
Voodoo, based on nothing mo! apre 
release and a few mentions on the web. Ga 
yourself big pat on the back for once aga 
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50 billion operations per second. 3 million triangles per second. Up to 12MB of ultra-fast, single-cycle DRAM. 
Two independent, on-board texture processors for single-pass trilinear filtering. Full triangle set-up processing. 
LOD MIP-mapping. Texture compositing, morphing and other complex effects. High-precision Z-buffering. 
True perspective correction with sub-pixel and sub-texel accuracy. As much as 3 times the performance of 
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PANIES, PRINTED IN THE U.S.A. MADE WITH 


Dear Voocioo Magazine. 
Per Dave Whittle's "Voodoo Review" 
request, I'm sending 3 question to you 
for the Inaugural issue of our new voodoo 
platform magazine. | am both a gamer 
and @n investor, and lam wondenng what 
3Ofx plans to do with all Its cashe 
Between their 40-97 financials and their 
Plans for an additional stock offering, 
they ere gaing tp have quite a war chest. 
What's up? 
Thank you. 
Mike Anderson 


Mike, 
What's 30fx going to do with all that 
money? We could tell you, but we'd have 
to guarantee that you weren't some 
kinda sneaky investor-type looking for 
the inside scoop on some very hot stock. 
While SDF is a public company. It still 
holds a lot of its cards very clase to the 
vest. One thing that has remained 
constant since the days before the 
Compeny went public. however, is the 
commitment they hold to pushing the 
boundaries of technology with each and 
BveTy new piece of hardware. To do this 
tekes iots and lots of $55. as you may 
have figured [softwere and hardware 
SnGneers con't come cheap in the Silicon 
Valley. brother). Expect the majority of 
the new cesh infusion to be poured nght 
Back into research and development. to 
insure the company's continued 
Gominance in the 30 field. And maybe 
those poor suckers in Marketing will get 
@ jittle scratch to keep those ads 
running... 
Dear Voodoo. 
hn told youre looking for letters regarting 
Voodoo magazine. | have one Covering a 
COBIC you may not have heard about yet. 
though I'm sure I'm not the only one wha 
has thought of it. 
What information can you offer to 
Convince me that what is basically a 
Purely promotional Magazine is worth 
$3.2S/ssue? [IF | recall Corectly. there 
are four issues Per year, and it has a 
S12/ur subscription pnce) With so many 
Web sites dedicated to SDF News, what 
Can Qou offer me for $3.25 per megezine 
that | can't get for free on the intemet? 
1am not against your Magazine or 
anything like that. It's just that. with the 
litte information about it that I curently 
have. [haven't seen anything to convince 
me that it is worth its relatively high 
Subscription price. 
Erik Hams 


Erik. you cheap bastard, ;-] 

Actually, you've got a fairly interesting 
Question there, which touches ona ven 
hot topic in today's Bublishing world — 
the immediacy of the web Versus t 
Coverage and reliability of print. This is 
something that every Publishing company 
IS currently dealing wit! an T 
undoubtediy greatly change thi (6 
MSQ8ZINes are written and Bante within 
the next year or so. While You fend most 


Voodoo owners, | think] are savvy enough 
to not only have access to the web. But 
to scan it on a daily basis for news and 
information pertinent to your tastes, lots 
of other people out there cion't have the 
time or the wherewithal to scan each 
and every game page [do you realize just 
how many there are out there nowr) 
to glean the shreds of info that will mesn 
anything to them. Hopefully. Voodoo 
Magazine will be 4 primary source of 
information anc/or entertainment (gad 
help us if it isn't) for these folks, as well 
as another means for webbers like 
ourself to further enhance their over- 
all knowledge of all things accelerated. 
And, as you can no doubt see from some 
of our reviews, we don't feel that Voodoo 
is a “purely promotional magazine." like 
Nintendo Power. for instance. We're 
bringing you the straight skinny on the 
softwere and hardwere that you're going 
to be considering spending your daily 
bread on. Hopefully, with this first issue 
Clutched in your hot little mands, you'll 
be able to see for yourself why we think 
that thirteen measiey bucks [less than 
One Viewing of the latest Adam Sandler/ 
John Leguizamo/RuPaul acton-sdventure- 
comedy-drama at your local mega-plex) 
IS not much to ask for this paragon of 
gaming joumalism. 
Dear Voodoo. 
Hi. [have a question for your first issue. 
IF | Buy @ VooDoo 2 Card with only 8MB. 
Will there be a way to upgrade it to 12 MB 
in the future 
Thanks and congratulations, | hope you'll 
do great. 

Sergio Luengo 


Serg. 

Thanks for the wenn wishes, | hope you 
find the mag to vour ling. Unfortunately, 
if you buy 3n BMB card [or any size, for 
that mettex], there's not going vo be any 
Way for you to upgrade your memory. 
SOF cards are usually not designed for 
3@dc-on daughter boards with more RAM. 
Its an miteresting Proposal flor the venous 
hardware guys making the cards. but 
NOt one that's being Corently developed, 
Aisa, for the record. it's Voodoo. not 
VooDoo. One word, People. not cwo. 
Dear Voodoo, a 
Greetings. Ihave 2 questions in mind 
with the Upcoming release of Voodoo 
é. First, when will we see Voodoo 2 
accelerated Semes? Second, a game 
designer told me that snimeating colors 
4 30 world takes about 27 fps max to 
Tender a 16.7 million color Scene. How will 
this limitation affect 


AGt realize it, but UGU Drobatily 
mast One Voodoo 2 Game in uour 


hands alreachs Anything nr 
Quake engine (6LOuake, 
SIN, Half Life} is already 


Ininir ig on the 
02, Hexen 2, 
V2-ready, You 


should be seeing more Voodo0 2 Stuff in 
the coming months, nowever; 
Montezumea's Retum, Linreal, EarthSiege 
3. Incoming, Forsaken, Microsoft Baseball 
3D, just to name a few. The Developer 
Relations group at SDF has Been running 
themselves ragged trying to get Ve 
implemented in upcoming games [as well 
as tying to talk teams into putting our 
patches for some alresci 1 eleased tities), 
but there's only so much they can do 
for stuff that's shipping in the next month 
or two. By the end of summer, I'm sure, 
Voodoo 2 will be a must for all 3D games. 
As to your second question. | can't 
answer it with much authority: if | could, 
I'd be designing the games instead of 
Playing them. However, after seeing some 
top-secret games nunning on Voodoo 2, 
1 can tell you that speed is not limiting 
the amount of color included in a 3D 
environment. In fact. just the opposite 
seems to be happening. as more and 
More titles are going nuts with extreme 
Colored lighting effects. 
Dear Voodoo, 
Is there any use at all for Voodoo or 
Voodoo 2 based cards for non-gaming 
enviroments [like cad programs. 
multimedia presentations, etc.) if not 
how, are there any plans for such 
software? 

Assaf K. Dekel 


Assaf. 

There aren't too many instances of the 
3Dfx chipset being used for anything 
other than gaming at this point in time. 
Personally, I'm hoping that some smart 
developers out there will realize that the 
Voodos chipset can be used for so much 
more than animating heads expioding at 
60 frames per second. | have seen Just 
@ few non-game related items: Newfire 
Software has a VRML plug-in for your 
web browser that works with your SDF 
Card, called Torch. It lets you view VRML 
Wed pages 8s well as cownioad little Java 
Spplet games that Dasically turn your 
Orowser into a game console. Quantum 
30 is working ona Plug-in for 3D Studio 
that iets you view Your renders through 
Voocioo before setting your computer to 
an eight-hour number Crunching cycle: 
It's Supposeciiyy Incredibly useful to 3D 
srtists. I've also seen some high-end 
militarygovemment sim stuff running 
On Voodoo - ex-Pras George Bush 
Simulated his daring WWII parachute 
escape On @ SOfx-powered simulator in 
3B. OF course, SDF is a Part of Intel and 
Microsoft's Open Arcade Architecture 

SO Sormredaty Son you may see PC-based 
ercade games or public kiosks running 
Gn Voodoo, 


EF you're crazy enough to send 
more mail, send it to: 
Goovo0 wppagazine 
1195 chess drive. suite e 


foster rity.ca.g4goq 
Meat! @voovoomag, com 
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Intensely real, SpecOps: Rangers Lead the Way takes you fromjsnowy 
Korean forests to steamy South American jungles. Everything is 
authentic, from uniforms and vehicles to the tandem Ranger “fireteams.” 


Everywhere you go, another Ranger goes with you, watching your back, 
following your commands, and trusting you with his life. 


So let's go, soldier. 


Your country needs you. 
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Rangers Lead the Way 


Your COUNTRY 
Your HONOR 
Your TURN 
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card. My question is: can I have 
two Voodoo 2 (12MB each) cards 
in the same PC? And if the answer 
is YES, would that double my 
FRAME BUFFER from 4 MB to 8 MB 
and my TEXTURE MEMORY from 8 
MB to 16MB? If this correct, great. 
If it is NOT correct, can you explain 
why it would not work? Sorry 
guys, I'm sort of new, but I think 
the 3D card and game world is 
fascinating. 
SUGGESTION: Can you guys, if 
possible, try to create a 3D card 
and Voodoo GLOSSARY, so when 
you talk about Z buffering, GLIDE 
etc, at least for me and other new 
3d and Voodoo users would help 
us understand the whole meaning 
of these terms and_ their 
importance in the 3D and Voodoo 
world. 

Thank you 

Lin Cupello 


Q: Hi, I've been a voodoo fan since A: Sounds Ike vou It 
the first 3Dfx came outa long time : at rr 
ago! For the up-coming Voodoo 2 
release, if | have Pentium MMX 
166Mhz cpu and an AMD K6 
233Mhz cpu with exactly the same 
Spec., which one will run faster 
with Voodoo 2 in the system? I'm 
considering the weaker floating 
point in the AMD which may not 
run as fast as P55C 166, is that 
true? I'm interested because I may 
want to switch to an AMD later. 
Hope you guys can answer it! And 
1 also hope Voodoo Magazine 
comes out as soon as possible! I'm 
waiting for you! 
























Thanks! 
Jordy Leung 


Q: Hello there. | 
Monster 3D [i feo Purchased a 


; rom EI 
Boutique, and | am co ceOnies 
about the Perfo ncerned 





Q: My question is regardi 

Voodoo 2 with 8MBs vs 12 MBs. 1 
read that both the 8MB and 12 MB 
have a 4MB FRAME BUFFER and : 
that the only difference is the 
TEXTURE MEMORY: 4MB on the 
8MB card versus 8MB on the 12MB 


attitude. It seam 
Pentium Il 266's s mine tho. 
you shed any light 
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Q: First off, let me say that it's 
about time Voodoo graphics got 
their own magazine! Best of luck 
putting together a journal that will 
match the quality we expect out of 
all things 3Dfx. My question is in 
regards to Voodoo 2. We all know 
how blazingly fast it is supposed to 





See eis eS acd Baal -H— aN ty p Dafpsheemes 
DO YOU HAVE A 3Dfx RELATED TECHNICAL QUESTION? 


Ask 30 fy: 1175 chess drivesuite efoster city.ca.94404 mail@vandsomen.com 


be (It is expected to start shipping 
next week) but has anyone tried 
any overclocking on these bad boys 
yet? Will there be as significant an 
increase as there was with Voodoo 
1, and how big a fan will we need 
to support it? 
Thanks! 
Sam Posten 


Q: My name is Mike Shirtcliff and I 
live in Auckland, New Zealand and 
have had my Righteous 3D since 
they first hit the market. 
Understandably, | can't wait for 
your new boards to hit the market, 
but I do have some questions you 
might want look into. 


1. Say I purchased a 3D Wizard. In 
order to do SLI, | would have to get 
a 2nd 3D Wizard, right? Will you be 
offering a lower priced pack with 
no games for the 2nd board? You 
will need a 2nd Voodoo 2 card to do 
SLI. 1 don't know how OEM's plan to 
deliver their SLI configurations. 
Creative includes an SLI cable with 
every board they sell... 


2. Using the example of the 3D 
Wizard again, on your spec sheet 
you say TV out will be optional so! 
assume that a board without it is 
cheaper. Is it possible to SLI with a 
board that has TV out and one that 
does not? 


Thanks, 


Mike Shirtcliff 
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Hello Voodoo Gurus. 


Welcome to the first printed installment of the Voodoo Review. My name is Dave Whittle and it’s my job to scour the Internet to find news and rump 


reicies fo 3D and pass along my findings to you. Read on to find out how you can subscribe to the e-mail edition of The Voodoo Review ba 
charge. d 
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| Ge ene The last couple months there has been one main topic in the Voodoo news — Voodoo2. There was q ae 
a WY WN Speculation, rumors and even corporate warfare over 3Dfx’s next generation chipset. To those of us oa 
outside if was fun keeping up with the action. Diamond was one of the first companies fo announce th 


STE ~— - Voodoo? plans, no surprise there. But a small compa tol : 
pany name Cc R a TI 
/\T IV 
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MULT IM EDI A Golifornia Graphics surprised the 3D world when they announced 
whopping 12meg card, the MAXIMUM Voodoo2 Sataianae Orchid, Creative Labs al various ie 
lal nee on the Voodoo? bandwagon, each one saying they were going to be the first to the scene. 

Ean ae faking pre-orders for their “Monster3D II” but Orchid warned, “the Righteous3D II will be out 
of he gate firstin March.” Diamond said, “No way, WE will be first.” Then from left field, Creative Labs surprised 


everyone (including SDK.) by announcing they were going not only going fo release a 12meg Voodoo? card 
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the Voodoo world. Diamond attacked Creative’ i 
l reative's too-soon tactic, which Creative countered by set 
woe é fi 
ee cere aoe fo es a peolde, for the Diamond card, California Graphics, a Sal ieee 
mped anda said, “we will have 12megs AND a TV-out port fo i i 
M ; port for the same # 
later Diamond made a simular announcement. It was an interesting, and sometimes ey eg 
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Diamond Monster 3D II 
More Than a Worthy Successor 
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The last couple months haven't been ALL warfa 
re. | stumbled across some neat 
of what Voodoo cord can do, There are a few freebies floating around out oe. ate 
RMan” Cass is putting together. His savers are fun to watch and even though they aren‘t Reon ree 
i € Ulide, they 


work great on a Voodoo card. You can order the savers via s i 
L ec “li P 
Fred. Head to http://www.vrman.com for more info. Bend 0) check directly from 


hi 
ee 


Ie *PP. Voodoo ant Vowidoo2 
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uy | mentioned the Voodoo-fan bsites; 

= : websites; the —_|ast 

= (hitp:// www, public.asu.edu/~englee/voodoor ing/) shows AO 50 ool of the Ve 

m unofficial take on 3DKs technology. In the coming issues of Voodoo < nlerne sites dedicated t wre Webring 

So 3Dfx Interactive has a great website of it's own (http://www. 3Dfx.com) rma Ml explore ee fais Ing you their 
= a couple to check out: INE TON sites really have q ol hese sites, While 

Unique charm, Here's 
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be the First. 


Voodoo Extreme (hitp://www.ve3d.net/) : Talk about charm, these guys are full of it— or full } pape a crieteres DUT 
of something. | kid them because Billy, Sharky, Anders and the rest of the gang are all friends 
of mine. VE has a funky 70's inspired attitude that entertains as well as informs. Even on days ¥ 

when nothing is happening it’s fun to check out what these guys are ranting and/or raving (i 


about (parental guidance is suggested.) VE is my web browser's default homepage. 


Operation: 3Dfx (http://www.op3dfx.com/): A lot more serious then VE, but equally as good is 
Op3Dfx. Here Omar, Sander and friends run a great information source that's very nicely laid 
out. They also have their own Voodoo newsletter to subscribe fo. Highly recommended. 








3Dfx Mania (hitp://www.3dlxmania.com/): DOWNLOADS are the name of the game at Tim and Ben’s 
3Df Mania. Ifyou are searching for the latest patch, demo or driver for your Voodoo card, check here 
first. There's also a discussion board to participate in. Well worth a bookmark. 


3Dfx Newsgroups: If you're the brave type, point your newsreader to the server news.3Dfx.com. You'll 
either love itor hate if. There are literally hundreds of posts a day, although many aren‘t Voodoo or 3Dix 
related, Stereotypical Usenet flamewars can be good reading if youre bored. 3Dfx employees also 
moderate these groups and answer the occasional question. 





Check this space in future issues of Voodoo for more information on Voodoo on the Internet. 


A couple demos are available for download that you might want to check out. 


Jedi Knight; Mysteries of the Sith: This is an expansion pack fo LucasArts’ popular Jedi Knight 3D shooter. MOTS's demo 
doesn’t need the original game, but the retail version does. It’s a relatively small download (14 megs) and it looks and plays 
GREAT on a Voodoo card. If you’ve never played Jedi Knight, here’s an example of what it's all about. If you own Jedi 
Knight, then MOTS is indeed “more of the same“ (funny how that worked out) but as you will see from this demo it's more 


Be of the same GREAT game. LucasArts’ website is hitp://www.lucasarts.com 






Forsaken: This is an impressive take on the Descent theme that will really make your Voodoo shine. Just about every effect rae 
that 3Dfx has to offer is in this game. It takes awhile to get the controls set up to your liking, but the rewards are worth it € 

Even Voodoo-equipped computers with slower CPUs can enjoy high framerates with this one. Check out = 
http://www.acclaimnation.com/forsaken/ for info and downloads. 


That about wraps it up for the first installment of The Voodoo Review in print. Ifyou have any Voodoo-related information, comments or would like to 
subscribe to the e-mail version of the Voodoo Review, please write me at DaveWhittle@msn.com. Depending on the volume, | might not be able to 
respond, but I'll read every piece of mail. I'd like to pass along a quick thanks all the family, friends and websites who have supported 3D; Voodoo 
technology and The Voodoo Review all this time. Also, thanks fo the staff at 3Dfx Interactive for making my computer so much fun, and of course Edilor- 
in-Chief Chris Kramer for asking me to come aboard this awesome magazine. This is just the beginning guys, it's going fo bea fun ride, Until next 
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issue, 


Happy Voodooing. 
-Dave 


































































HardBall’6 

Gives new meaning to 
“take me out to the ball 
game” -including all 30 
Major League Baseball 
stadiums and teams in 
3D. Motion-captured 
polygonal players 

» include minute details 
such as names, 

_ numbers and : 
authentic team logos | 
on their uniforms. 
Just try to hit this 
90MPH fast ball! 


» Test Drive 4 
| Beauty vs. Beast - 
) modern supercars 
® battle the power of 
the past! Race 
your favorite of 
» 10 vehicles on 6 

tracks through 
the rain, snow 
or bustling city 
) streets. 


















-Spring 1998 


StarCon 
The Star Control Saga 
continues, Battle your 
way through space 
with the most 
immersive space 
game ever designed. 
Third person 
Perspective coupled 
with massively 
animated fighters 
and carriers make 
Star Con the 
must have 
action- 
adventure. 


r Redline 

\ The future of gang 
» warfare! Work 
your way through ,— 
| the gang ranks by | 
©) foot or vehicle 

» through fully 

» destructible 3D 
© environments. 
/ Wage a one 

) man crusade, 
or head to 
the Arena for 
insane 
multiplayer 
action. 


-Winter 1998 





: . wos 
Download the demos at’ WWwW.accolade .... SHES EAE POWERED BY 


Test Drive 4, HardBall® 6, and Redline are resi — eerayve COM 


‘egistered tradi 
Thea Dey ise lemarks of Accolade. Inc.Test Drive 4 , Hardball, Redline © 1998 All ri 
of 3Dfx Interactive, Inc.All Rights Reserved, GIS 
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How it works, why you want it. 
























If you're like me, you'll spare no expense to make your 
computer run better, just so you can get the most out of your 
games. I've spent exorbitant amounts on RAM (back when 
It was expensive), slapped in faster CD-ROM drives, added 
hard disks, even upgraded my CPU and motherboard all in 
the effort to squeeze a few extra frames per second out of 
my games. I've always realized that being a dedicated 
computer gamer was not going to be cheap. It irritates me 
to no end to hear people whining about the costs of keeping 
up with the fast moving pace of computer technology, all 
the while demanding more and more from each generation 
of games. Yeah, Quake will run on a P90, but don't expect 
to hit 640X480 at any sort of playable speeds. If you're 
really into PC games, suck it up and acknowledge the fact 
that your wallet's going to take some hits every few months 
as technology changes. If you don't like it, buy a Nintendo 
64 or PlayStation and read one of our other magazines. 
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In 1996, just when it seemed that computer costs were 
spiraling wildly out of control, along came a new toy from 
an unknown Silicon Valley start-up. This product, called 
"Voodoo Graphics," was not only supposed to accelerate 
your games, but also make them look even better. And it 
only cost $300. After doing some careful research (which 
consisted of little more than checking out the 3Dfx 
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Voodoo 2 





and You. 


homepage and seeing the screen shots of GLQuake for the 
first time), that money suddenly seemed like a great 
ae And, as close to two million gamers across the 
8 ove can attest, gettin' some Voodoo has been possibly the 

est coin ever dropped on a PC add-in card. Now, after2 
ened a half of blissful accelerated gaming, watching the 
ee 8 ei eves blossom from MechWarrior 2, GLQuake 
he ie aider to nearly 200 titles, 3Dfx Interactive is 
oe 5 en brain and make you a true believer all 
a se ee 00 2 is outand is, much like that first card 
read this article woth every penny, Heck, by the time you 
first cards availebla ey ev already picked up one of the 
ineeaate ila a For those that need a bit more of an 
Sete § Of the newest must-have from 3Dfx, |'ll 

Ome of the benefits of the new tech fi 
or you. 


emory unit (TMU), This design has 

Or Voodoo 2, adding 4 

fo) : , 

Ua iano Configuration, The addition 0 

Of usual textures. A Bical exams : sWap in twice the amoun! 
ich Mple of the multi-texture usage 


, Whic 
Was brought UP to speed for Voodoo 2 





back in November of ~97, interestingly enough. GLQuake 
actually draws each screen on your computer twice, once 
for the basic texture maps like walls, floor, players, etc. and 
then draws the same picture over again, this time adding the 
lighting maps to the textures it's just laid down. This dual- 
jpass rendering has multiple performance hits; first, there is 
la second pass through the drawing database to generate the 
iscene, then a second triangle is generated. Finally, the 
igraphics chip fills another set of triangles while alpha 
blending and Z-buffering. So when you're slowly creeping 
‘into a room, unsure if a vile hell-trooper is squatting in the 
‘darkened shadows, your computer is actually drawing 
twice as much as you'd think. 


One of the reasons 3Dfx chose to use Quake and Quake 2 

as demos for Voodoo 2 was id hotshot John Carmack's quick 

implementation of the multi-texture extension. GLQuake 
runs like a rocket because the texture and lighting maps are 
being broken up between the two TMUs, allowing Quake 
to draw a whole screen in a single pass instead of the 
relatively slower dual-pass rendering it had to perform 
before, so Quake can now hump along without the delay of 
drawing two screens at a time. Multi-texture support will 
also be cool for other effects, such as realistic headlights 
lighting a darkened road, moving spotlights, or any of the 
other gajillion possible uses that game designers can come 
up with, including tri-linear filtering and bump mapping. 
Extra texture memory on the card also means that a game 
can download either more textures, or textures of higher 
resolution. 


When talking with 3Dfx, you'll hear terms like "twenty-two 
twenty," "forty-two twenty," or even "forty-four forty." These 
aren't audible calls from the football field, but are 
designations of the different memory configurations of the 
Voodoo 2 cards. 3Dfx refers to the different Voodoo 2 
configurations by the amount of memory allocated across 
the triple chipset design, in the order of Frame Buffer - TMU 
- TMU. Sharp readers will wonder why there’s an extra zero 
on the end; a Voodoo 2 card could support another TMU, 
but 3Dfx feels that at this point in time it’s not needed and 
does not plan to support it in the consumer marketplace. 
Doing a quick mental conversion reveals that a 2220 board 
has a total of six megs of EDO memory, with two megs for 
each of the three chips. This is the vanilla version of Voodoo 
2, the bare bones of memory necessary to get your V2 
rockin’. A 4440, on the other hand, is a hulking twelve- 
megger, the top end of the Voodoo 2 scale. It doesn't get any 
better than this ina single card, but by the same token, don't 
expect these bad boys to come as cheap as their smaller 
cousins. 


Phics was a two chip design - a frame buffer 3Dfx isn't telling it's hardware partners how much memory ie 


they need to whack onto a board; it's entirely up to the folks 
at the various OEMs. The only requirement set by 3Dfx is 
the three chip design; other than that, it's an entirely open 
field (check out the sidebar on Voodoo 2 manufacturers). 
3Dfx had been recommending to its various buddies that in 
their minds (and they should know), the best gamer board 





for the right amount of dough would be a 4220. But in the 
few weeks prior to the release of the first commercial 
Voodoo 2 cards, Diamond Multimedia and Creative Labs 
began firing shots at each other in the opening rounds of the 
Voodoo Wars, with Creative and Diamond announcing 
their awesome 12 MB boards for right under $300. 


It's All About Resolution 


There was a small measure of complaint from gamers with 
the first gen Voodoo technology's inability to achieve screen 
resolutions over 640X480. Once people saw that it was 
possible to configure GLQuake to run at 800X600, there 
was lots ‘o bitchin' and complainin' from those who didn't 
realize that such a high resolution was really meant for 
beefed up OpenGL workstations, not poor little affordable 
Voodoo. Higher res was one of the few legs that companies 
like PowerVR or NVIDIA had to stand on; their version of 
Tomb Raider ran at 1024X768 and looked quite nice. Have 
no fear, Lara fans, with the various options of Voodoo 2, 
you'll be able to view your gun-toting polygonal beauty in 
much higher detail. 


With only two MBs of frame buffer, the maximum possible 
screen resolution of a Z-buffered game like Quake 2 or 
Hexen 2 was 640X480. A four MB buffer, however, will 
allow you to run your Z-buffered games at 800X600 while 
non-Z-buffered games will be able to hit 1024X768 and still 
maintain a consistently fast frame rate. At the time of 
Voodoo Graphics design, RAM prices were still 
astronomically high; a card with six MBs of RAM on it 
would have rung in well over the $400 mark, rendering the 
cards virtually unmarketable. Since then, memory prices 
have dropped considerably (amazingly, considering that 
just a two years ago, sixteen megs of RAM cost well over 
two hundred dollars). During the November 97 Comdex 
in Las Vegas, 3Dfx was showing Psygnosis' G-Police 
running on a 4440 board at 1024X768, with the optional 
AGP features turned on even though it was a PCI card. 






:QUAKE 2 at 800 x LOO resolution 
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who lives for them. unoptimized software will benefit from the raw power of the [i Sis Tae Cee 

new chipset. Expect to see your favorite games playing faster 

and iesuing Beefper than oe before. : ie AMO JOUR HAROWARE 
Creative Labs — 3D Blaster Voodoo2 (8MB - 
$229, 12MB - $299): first ones out of the shoot, 
Creative initiated an aggressive pricing structure 
for their Voodoo 2 cards that forced all the other 


players to come into line. At press time, there 


i i Vood 
if you've got the extra cash, instead of buying one 00 
2 Pd Ale ita party and pick up two. Heck, some of the 


\ irik e . endors will even be offering bundled deals or mail. 
eth ty wre Ba: e : } smarter v 
i) 






t : Of course, these titles won't really be red-lining the 
in offers for discounted cards. Once he ae Janeen available horsepower of Voodoo 2. As Andy Keane, VP of 
possessions home, rip out your oldVoodoo card (which yoy | Marketing at 3Dfx has stated a number of times, Voodoo 2 


can either sell to one of your low-tech friends for some extra | is really for the games that will be coming out this 
scratch or trade on line at www.bushido-dojo.com/vdx) 
































: Christmas. Sure, Quake 2 will blast across the screen at a was no announced bundle with the Creative 
nike ia the short ribbon cable th : , ° L he C 
plug “em in, connect bee vi eae at} much higher frame rate and higher resolution, but the game boards. Friday, February 20 unofficially became 
comes with every card and go to town. | wasn't written with the new hardware's potential in mind. 


“Voodoo 2 Day” as their 12MB cards arrived in 


1 J 
The bad news is that all of these cool new games aren't select retail locations weeks ahead of their 


Once connected, the two Voodoo cards introduce going to be ready with the commercial roll out of Voodoo 














themselves and establish a Ree on: Eee ead 2. While 3Dfx has promised that there will be a ton of titles original schedule. 
to the one we all share with 3Dfx ("Buy Voodoo 2!" "Yes, available at launch (either new games with Voodoo 2 : pee 
S, master"). The game then finds the two cards by snooping optimization or patches for ee titles), the fact is that it Diamond Multimedia — Monster N3D (8MB = 
- _ : sat bUe4 x 7L8 across the PCI bus in a manner completely transparent to —_—_ will probably take a while for Voodoo 2 to filter into the $229, 12MB - $299): following close behind 
seqHolice from Psygnosis’s your software, which means that any game you have should development process. Let's take into account the length of Creative, Diamond plans to release an 8MB 
While we're on the subject of AGP, let's take a peak at work in SLI mode. Because the second card operates purely time it takes for developers to create a game before we start board as the successor to their original Monster 
Voodoo 2's Accelerated Graphics Port offerings. The official asaslave, it doesn't need to come with video connectors or complaining too loudly on the newsgroups, shall we? But, 3D, the biggest selling Voodoo Graphics card. To 
word is that, yes, Voodoo 2 can work in an AGP software, resulting ina slightly cheaper design. Conceivably the stuff is coming, just have a little patience. combat Creative's early lead, Diamond has a 


configuration and the various hardware partners will have _a slave-only designed card could be shipped to you in a 
the option to create AGP designs. However, the chipsetisn't plain brown box — no muss, no fuss, for much less money 
fully optimized for AGP; don't expect Voodoo 2 to store than the first one cost you. Once the two buddies have The Future Is When, Exactly? 
large textures in system memory, that's not what the established a working relationship, they begin working in 


tasty bundle of software, including the full 
version of Heavy Gear, demos of Jedi Knight, 
Shadows of the Empire, X-Wing Vs. TIE Fighter, 
Tomb Raider 2 and previews of other titles. 
























technology is all about. While future technologies from tandem, evenly dividing the amount of work it takes to draw One of the questions most often asked is, "Do | really need Diamond is also offering a $50 rebate for current 
3Dfx will fully supportAGP, V2 will only receive one benefit a frame. Voodoo 2 right now?" Usually, this question has been posed Voodoo Gaskteatee 
from Intel's newest port: our favorite word, speed. by a recent convert to the cause, someone who's just P ; 

When your monitor draws a screen, it does so in a series of recently picked up a Voodoo Graphics or Rush card and : 7 
Voodoo 2 is, in effect, a 66 MHz PCI device. A normal PCI _ lines running from top to bottom, drawing so fast that to isn't too happy about the instant out-dating of their brand Quantum 3D — the undisputed leader in over- 
bus runs ata puny 33 MHz, creating a bottle-neck, plugging _ your eye it appears to be one solid picture. If your resolution new hardware. Truth be told, you don't need a Voodoo 2 the-top 3Dfx boards, Quantum’s got no less than 








five V2 boards in the works. The 12MB Obsidian 


up the pipeline that the V2 chipset is firing down. It's not _ is set to 640X480, your 3Dfx chipset has to draw 640 lines card right now, just like you don't really need a Pentium 2 : 
2 S-12 will come as a PCI board with TV out 


unlike trying to drain a bucket of water through a pinhole. down each cycle. In SLI mode, the two chipsets work in 300 MHz system. If you've just recently bought a 3Dfx card, 
































































Common wisdom tells us that the larger the opening, the tandem, one chipset drawing the even lines while the don't despair. You'll be running games on that baby for ($349), an AGP ($399) and an AGP with TV out 
faster the water (or information) will flow. The AGP second chipset draws the odd lines. Asa result, each card is months to come and you're guaranteed to get more than board ($499). On the extreme side is the X-24 
connection screams past PCI at 66 MHz, giving the V2 a_ doing half as much work at nearly twice the speed. Now, your money's worth out of it. But the real success of Voodoo PCITV ($799), a single-board SLI card with 
much larger pipeline to shoot information through to the _ the frame buffer of each card is holding half the amount of was due to hardcore appeal: if you're taking the time to read 24MB of memory and the X-24V PCITV ($999) 
CPU. graphic information. SLI, inasense, doubles the size of your this magazine, you definitely fall into the hardcore category. that has a built-in 2D card — talk about overkill! 
: a, Bd . frame buffer, which we know means higher possible Tages Whee been Pape occa since the eho : g 
0 on one hand you've got a PCI Voodoo 2 card, which is resolutions. Imagine the clarity and speed of a game the chipset in ~96 are more than ready to upgrade to the as 4 a 
nearly three times the speed of Voodoo Graphics. On the running at 1024%768 yet still attaining 60 ane per future and that $300 investment Aiccent ieee quite as Se te $299) 
other, AGP Voodoo 2, which will boost overall performance second. It's almost too fast to play. intimidating. poe aad Size iste ae 
by another 10-15% on top of that. It doesn't get much faster A . ~ 
oe Se any, it gets much faster. If you're not So there you have it, the ins and outs of the new chipset for Orchid — Righteous 3D 2 (MB — $249) ‘ 
satisfied with anything less than the best, if you were the first those of us without Math or Engineering degrees. Hopefully, Pye we ae 
kid on the block to own a 3Dfx card ee when they first Voodoo Enhanced Software you've found this article enlighten eae being an Jazz Multimedia - Renegade 3D (8MB— $229, 


compet thanin youre eee recite ea, ft the it time in recent memory, a gaming hardnat 

: ae ae ae company is releasi i ible 
that are going to positively ruin your social life but turn your santa | Use eee geuerace ats eteauelly SOT 
system into a world-class hot rod. Those letters are SLI. are written for the previous generation. 


overly technical morass of alphabet soup. If you're looking 12MB - $299) 
for more answers or deeper technical explanations of the 


mysteries of Voodoo 2, hop on the Web and direct your 









Canopus — Pure3D 2 (pricing an 
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P : browser to Voodoo Magazine on-line correspondent Dave : 
ee if ee aye been if you ase had i Whittle's amazingly detailed Voodoo 2 FAQ, which can be hol yeranneucey a 
ose Apple Il, Amiga or Commodore found at either © www.voodoomag.com __ or 3 Sane orc ae 
games when you moved up to your current PC. Since Oe ; - At press time, French company Guillemot 
SLI Prepare To Throw Down More $$$ Weonnoor essentially eer . a ae EEEBSIGy Be the www.voodooextreme.com. Dave's been pestering 3Dfx International has announced their inte 


‘ and thei ince before Voodoo 2's official 
first, all the games you currently own will migrate across, Debacle FACDeGs ince do a Voodoo 2 card as a follow up 


Nope, it's not some ‘60's throwback revolutionary cadre. announcement, and has gathered a frighteningly complex 






- meaning you won't have to r I] new ; | f MaxiGamer 3D, and there were mi 

He It's not : sara un out and buy all n &A. Good luck with your new purchase; I’m sure you're ! eae 

= en vie ee ee Sy re. software. ou it nice of 3Dfx to try and save eu Sly aie to enjoy it. : i ‘ rumblings from a few other hardware venc 
wy nce money where they can? Not i ites wor by Chris Kramer ‘ ei a a 

3 between a person who merely plays games and the gamer with Voodoo 2, but they'll oe ea fe Yeh ¥ netaaly =18) Beale oie: 
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PART I: A BRIEF HISTORY OF PRETTY PIXELS 


CONSI 


The first computer game, Spacewar (a two-player vector-graphic 
shooter with dueling starships), appeared in 1962; the first home 
videogame console, the Magnavox Odyssey (which played a pre- 
Atari version of Pong), appeared in 
1972. It's been visual warfare ever 
since, as technologies battle for graphic 
superiority: while hardcore gamers will 
rightly tell you that the gameplay is the 
thing, it's a truism that graphics are also 
vitally important to the interactive 
experience. As a result, we've gone from 
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Pong 


black-and-white blips and lines to photo-realistic polygons in less 
than four decades. 


CONSOLE 


v 


Game consoles have traditionally had a slight edge over 
computer games for the simple fact that they're "computers" with 
a single task: play games. Console developers can therefore 
concentrate _on providing the most visually impressive 
experience. Computers are, by their very nature, multi-taskin 
machines, with more versatile designs 5 : 
and so the hardware has to be designed 
to achieve a wide variety of tasks. . 
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In the late '70s and early '80s, each new 
game console was more graphically 
Impressive than the one before: the first- 
generation Atari 2600 begat the second- gear Z600 
generation Intellivision begat the third-generation ColecoVision 
The Majority of 2600 games had such 
primitive graphics that they were best 
described as "impressionist" visuals; the 
hero" in the classic 2600 cart 
Adventure, for example, was literally a 
giant square pixel. By the time of the 
Calatovision eee just before the 
Ogame industry's infamous 
it aoe on-the TV screen were actually Sine to Eee 
ings and less like indistinct blobs, 
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Computers in the late '70s and early 
sq 80s were also fairly primitive: the 
Nge=y = COMModore 64, which debuted in 

2 1982 and was the platform of choice 
ea for Computer gamers, was 
By ‘evolutionary with its 16 colors and 

320 x 200 resolution (although it had 





Commodore 64 


e4 - VOODOO vs THE CONSOLES 
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by Zach 


the bizarre limitation of being able to use only one color in each 
8 x 8 block of pixels; for two or more colors in each block etik 
had to drop into a chunkier 160 x 200 resolution). The PC ‘ 
comparison, could display four colors jpeg is i 
on-screen at once. To quote Matt Foley, [iy 






motivational speaker,  whoop-ti- “ol 
frickin'-do. x am 
Computer visuals leaped ahead for a [im = = 
short while in the mid-80s with the amas =). 
Commodore Amiga — which, not so Amiga 


coincidentally, had originally been designed as a 16-b: 
videogame console. Its HAM (Hold-And-Modify) graphic mode 
gave it the potential for 4,096 colors on-screen at once (although 
HAM also had bizarre limitations and was generally reserved to: 
title screens). The Amiga's visual splendor practically forced game 


developers to support it, since Amiga screenshots looked so great 
on the packaging. 


In the late 1980s and early 1990s, computers and consoles pulled 
almost neck-and-neck (with the consoles a fraction ahead). PCs 
which had jumped from four-color CGA to 16-color EGA (with 
the PCjr), now jumped to 256-color VGA graphics; the Super 
Nintendo console displayed 256 colors from a 32k palette and 
had built-in scaling and rotating effects. 


the game industry made its most fundamental leap in the mi¢- 
eo pup aGing 3D graphics and gameplay, the technolog} 
fe ong with it. The Sony PlayStation, released in 1995, was 
Hee game system with 3D-specific hardware; the Nintendo 

, teleased a year later, had a 3D chip custom-designed by 
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Until, of course, the advent of Voodoo technology. Installing 4 


3Dfx graphic accelerator is lik i 
€ grafting a state-of-the-art game 
aa one jour PC. You getall the benefits of a console syste 
Ooth frame rates, high-end graphic flash — combined 


with the versatility of the com d 
F ter. Datta. : 
simply the ultimate game aaneee 3Dfx-equipped PC is, quite 


PART II: THE INESCAPABLE FACTS 


Let me describe i ! 
in layman's terms (for all the ladies know !'™ 


quite the layman) wh i 
superior to consoles. y Voodoo visuals are so demonstrably 


1. 3Dfx has higher resolution. 

The televisions of today (not counting HDTV, whenever the hell we 
finally see it in this country) use a technology that was conceived 
and invented in the 1930s. No kidding. The NTSC format, as it's 
called, suffers from notorious levels of color bleeding and a lack of 
sharpness and clarity. When designing videogames, developers 


actually have to take into account how poorly NTSC reproduces 
| colors. 


\’ The most recent videogame systems can kick themselves into 3Dfx- 


esque resolutions of 640 x 480, but usually don't, for two reasons. 


| First, colors and polygonal detail have to be sacrificed for more 


pixels, as the technology's not QUITE powerful enough to supply 
both. Second, NTSC is so fundamentally crappy that most gamers 
can't even tell when high-res and when low-res graphics are being 


t used (I can, but I'ma complete spaz). A third reason, in the case of 


the Nintendo 64, is that high-resolution graphics take up more 
precious cartridge space. 


One feature the NTSC format does somewhat on its own is the anti- 
aliasing (smoothing) effect. NTSC is so fuzzy that it softens pixel 
edges, whereas 3Dfx cards have to achieve the effect in hardware. 
Several videogame systems, including the Nintendo 64 and the 
now-dead 3DO, also have built-in anti-aliasing, although several 
N64 games look awful as a result, the combination of NTSC and 
hardware smoothing making it seem as though you're looking at 
the TV through a strip of gauze. 


2. 3Dfx has more video RAM. 

Because videogame systems are always concerned with price 
points, and unable to be upgraded once released, the hardware 
designers always have to limit the amount of RAM used. None of 
the most recent game systems has more than a few megabytes of 
video RAM; the PlayStation, in its most unfortunate limitation, has 
only a single meg. Less RAM means less textures and less detail. 
Even the lowliest 3Dfx card has two megabytes of RAM, and four 
has rapidly become the standard. Not to mention that computers 
also have much more overall RAM than game consoles, leading to 
more sophisticated Al routines, more intricate gameplay, 
considerably larger levels, et cetera. 


3. 3Dfx does it all in hardware. 

Voodoo technology has been created for (and with the considerable 
input of) game designers, and allows creative folks to manipulate 
3D graphics in a mind-boggling number of ways. The current wave 
of videogame systems, by comparison, has fewer tricks in its 
collective bag, forcing developers to fudge the effects in software, 
which is 1) harder, 2) slower and 3) doesn't look as good. 


PART III: THE TECH SPECS 


Here's the beef on the Big Three videogame consoles (well, Big 
Two, but we're throwing the Saturn in for a chuckle): 


Nintendo 64 

PROCESSOR: 64-bit RISC "Reality 
Immersion" chip developed by Silicon 
Graphics Inc; 62.5 Mhz (100+ MFLOPS) \ ith 
with onboard rendering processor for \ | ~} 
textures, anti-aliasing, z-buffering; 160,000 

polygons per second with all hardware 


features enabled. aa 
3D EFFECTS: Geometry engine supports shading, z-buffering, 
perspective-corrected texture-mapping, tri-linear mip-mapping, 
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anti-aliasing, 256-level alpha channel and LOD management. 

2D EFFECTS: Rotation, scaling, anti-aliasing, 256-level alpha 
channel. 

RESOLUTIONS: 256 x 224 (low-res mode), 640 x 480 (high-res), 
32-bit RGBA pixel color frame buffer (21-bit color output). 
MEMORY: 4 MB RAM (128K memory data path) with Rambus 
DRAM memory subsystem for "theoretical" transfers up to 563 
MB/sec. 

SUMMARY: SGI's magic touch gives the Nintendo 64 a few visual 
effects that rival Voodoo technology, but the system itself is 
hamstrung by the limited storage of the cartridge format, and many 
developers have struggled with the N64's intense anti-aliasing, 
which can blur the graphics to the point of annoyance and 
eyestrain. 








PlayStation 
PROCESSOR: 360,000 polygons per Ws 
second, with texture-mapping, flat or 
gouraud shading. 

3D EFFECTS: Geometry engine (66 MIPS); 1.5 
million flat-shaded or 500,000 gouraud, texture- 

mapped and light-sourced polygons. Also performs "high speed 
matrix multiples." 

2D EFFECTS: An unlimited number of 256 x 256 sprites with 16-bit 
color depth and rotating, scaling, warping, transparency and fading 
effects. 

RESOLUTIONS: 256 x 480, 320 x 480, 384 x 480, 512 x 480, 640 
x 480 (both interlaced and non-interlaced) in color palettes from 
16.8 million (in the lowest resolution) to 16 (in the highest). 24-bit 
color accuracy. Texture-mapping in resolutions up to 32,768 colors. 
MEMORY: 1 MB of Video RAM. 

SUMMARY: The PlayStation gets props for being the first videogame 
system with dedicated 3D hardware, butits limited library of effects 
are already dated when compared to the N64, and completely butt- 
ugly when compared to Voodoo. Developers are experimenting 
more and more with the system's medium-resolution modes, 
hoping to squeeze out more detail while holding onto texture- 
mapping, but the four-year-old hardware has no more depths to 
plumb. 


Saturn oS he, 
PROCESSORS: VDP1 (geometry and sprite 
control) and VDP2 (background and scrolling afl 
control). « B 
3D EFFECTS: Geometry engine with texture- = it 


mapping and gouraud shading; 500,000 flat- 
shaded or 200,000 texture-mapped polygons per second. 3D 
objects are drawn as distorted sprites ('). 

2D EFFECTS: Unlimited sprites and dual 256K frame buffers for 
scaling and rotating. Five scrolling backgrounds and rotating 
playfields. 

RESOLUTION: 352 X 224, 640 X 224, 704 X 480 (backgrounds 
only). 32k foreground colors from a 24-bit palette. 

MEMORY: 1.54: MB of Video RAM, including 512K texture cache. 
SUMMARY: Despite breaking new ground in 3D gaming with the 
coin-op classic Virtua Fighter, Sega and its engineers inexplicably 
failed to foresee 3D as the future of home gaming; the Saturn was 
built to be the ultimate TWO-dimensional game system, and Saturn 
versions of 2D side-view fighting games are indeed superior to 
PlayStation equivalents. But in the 3D world, Saturn developers 
have to fake even the most basic lighting and shading effects in 
software. The Saturn simply wasn't built to shift polygons, and not 
even the geometry engine Sega threw in at the last minute could 
save it. 
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Herewith, we present graphical comparisons of ten games available both in 3 | awe 

and console versions. 


ICTURES! | NHL 98(EA Sport: for the Sony layStation) 
| 
{ eciaie 


on 


Andretti Racing (EA Sports for the Sony PlayStation) 
"4 or : a ad 


De 


| Another somewhat close race, although 3Dfx pulls ahead when YOu add yp 
j small victories (a more realistic rink, smoother animation, more fac a 


: 3 lal de 
i the players). NHL 98 also demonstrates how impressively the 3Dfx hardy 


TAL 4 < are: 
ay é : able to recreate the videogame "feel" on a computer by virtue of its killer ae 
While both versions impart the feeling of speed, the 3Dfx version has crisper detail . rates. 

and just plain more Andretti-ness to it. 


VOOO00 VS CONSOLES vooooo YS CONSOLES VOOOOO VS CONSOLES 


| 
j Quake (Sega for the Sega Saturn) 





FIFA Road to World Cup 98(EA Sports for the Nintendo 64) 


Armor Command supports virtually 
every 3D card you’ve ever heard of... 
And even a few you haven’t. 


Z = 


/ 
: { 
peur rence j This one's in here strictly for laughs. Considerable credit to the Saturn develope; 
looks good (and is apparently the first N64 game Lobotomy Software, for fa ing so many 3D effects on the Saturn hardware 
to utilize the system's medium-resolution mode), the Voodoo version has been : comparing this to GLQuake is like comparing a Pinto to a Ferrari. GLQuake s 
described by more than one reviewer as being indistinguishable froma television ! 3Dfx hardware, but Quake on the Saturn only shows why that system was an ute 
broadcast, and we can't help but agree, I failure in the marketplace. 
Frogger (Hasbro Interactive for the Sony PlayStation) Star Wars: Shadows of the Empire (LucasArs for the Nintendo 64) 

= 7 - 5 4 ; = ! 


MULTIPLE VIEWS 


MULTIPLAYER 
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MULTIPLE SIDES 





% ! % at 
ESD dat 5 2D ; - iooke Tena i RAR 
nis 3) upgate of a 2D retro-classic looks pretty good on the PlayStation, butthe | On both the Nod re : 
enhanced resolution on 3 N64 and 3Dfx hardware, Shadov 


d Ir makes the difference. If you saw the Frogger TV . going from awesome, as in the 
commercial last Christmas, the game footage contained therein w | 


| 7 ; INTUITIVE INTERFACE 
i Hoth snowspeeder level, to merely decent. Thi : = | a 

i as from the 3Dfx | the closest race in the bun caeen, eee : = ee a 

version, which is a rather strong statement as to its quality. nLsea CRTs tea He but we have a strong feeling it's mostly be 


| Lu N64 to 3Dfx without much (if any thing) in the wa) 
| of enhancements. ; 


“ell. GEM INTELLIGENCE WARFARE 
r the Sony PlayStation) 3 


vs of the Empire is a mixed b 
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MDK (Playmates Interactive for the PlayStation) 


! Tomb Raider II (Eidos fo 
I 


From the co-designer and producer of 


H-Wing* and Tie-Fighter" 


Shiny Entertainment raised the bar on PC visuals with 


beautiful even before they shipped the 3Dfx patch. (Isn 
the point where 3 Dix support is built-i 


is a surprisingly good conversion, b 


MDK, which wa insanely | 

'titnice thatw ¢ 
not grafted on?) The Play: 

it's chunky, and missing m 


rereaching | As with 


u the origi - 
Station version | g Binal Tomb Raid 
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a 
: ler, one of the first (and sti f 1) 3DA a 
¢ ames, Tomb II makes tf Vv (and still one of the best) ; 
: | ost of the visual 7 ; ne Voodoo chipset shine. ion fights the 
niitiness only the 3Dix's higher resolution can provide. ! pond light, and even boasts some dae light The PlayStation yersion nbs 
j 0 3Dix s doubled resolution and kill g sourcing, but ultimately succur al | 
i looks like a game, but the Voodo <r transparencies, The PlayStation version ; “$F | 
criti ne O version feels like a world, —_— 
| ! * Uinosaur Hun tee | 
| aes — fer (Acclaim lor the Nintendo 64' 8 | 
= SUPREME STRATEGY. z | 
a . 4 
ABSOLUTE ACTION. 2 | 
uw | 
= as | 
Oo P , | 
[a] as ae = a X i] = 2 | 
= The PlayStation version is surprisingly close; the 3Dfx version only sports a higher- j ss 6 y} Distnbuted by _ 
fey res front end. Then again, the PlayStation’s racing games have always been one of : surprieg oocered the 4 | ee Panasonic. 
pa =the systern's most popular categories, so developers have had plenty of practice + Seiler sven better. ardwar howcase, but the Voodoo version '$ (rip; Interactive Med 
in squeezing the most out of the PSX hardware to create the illusion of speed. _—| iloor as Ware, ft curiawes the ante on every effect of the N64’> 
2b - VOODOO VS THE CONSOLES 
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Profile 


Psygnosis consistently 
pushes new technology, 
and we're always 
fiending for more. We 
talk with Psygnosis 
Technical Director 
Dominic Mallinson. 


Tec Beets see 
ey is eV erchanging in this industry (whether that’s a 
a = g or a curse is yet to be determined). Within the past 
ee of years, we have seen the emergence of 3D 
2 ele rae ew new APIs, and computer processors 
lat Decome faster by the day. Along th i é 
y Y. e same lines, we’v 
pail j g we've 
Se aoe more and more complex and 
technically advanced. Voodoo techn 
ology has tak 
gaming to incredibl i ae 
gaming t ible levels and, with the i i f 
Bening io b , with the introduction 
sss Bs oe gaming promises to be even more Senee ine 
a ats opers ser always trying to push the envelope to 
make their games that much better: ; 
: ir g etter; 3Dfx h 
ED oat ane ; as not only 
nee oe ve play games, but has also changed i 
1289p ae See epics: One software developer 
S tal omputer gaming to new heights is Psygnosis 

















Vithout a doubt i 
ula Coubt, Psygnosis has established themselves as a 


rin computer 2 dev yi 
omputer game development. Since their formation 





in 1984, the Liverp 

Samhict coe i eer company has prided itself on 
PMSSOITIE CUTS Ecge computer entertai : : 
only played 2 GaSe Computer entertainment titles that not 
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well, but offered compelling and e 
es. From early titles suc Srainine 
"s._ From early titles such as Le 
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snining through, Currenti 
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: ne : 5 more 
Psygnosis's creative talent keeps 
y, Psygnosis has over 30 new PC 
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Damn, that looks good. 


Ege 3D acceleration in some form or another (3Dfx, AGP 


To gi 

exe tne you a little background, Psygnosis was the first 

Poe to produce a game that ran only on 3D 
erators. Accelerated versions of Wipeout XL and 


‘WIPEOUT XL redefined 


futuristic racers 


Formula 1 were first shown at 
Comdex in 1996. Psygnosis felt 
it necessary to educate 
consumers early on about 3D 
technology. Hardcore gamers 
already knew about the 
technology, but the general 
consumer had no clue. Now, 
through heavy consumer mat- 
keting and widespread accep- 
tance, 3D acceleration has 
become more mainstream, and 
the demand for these types of 
games is at an all time high. 
Psygnosis has helped to raise 
awareness with consumers by 
implementing key marketing strategies, putting 3Dfx-only 





Nee 


DOMINIC Mallinson 
Technical Director 


demos on their website for consumers to download, sending 
out direct mailings of 3Dfx games on a disc; they even sent 
out Monster 3D cards with copies of their games to various 


editors to educate them on the technology. 


A new technology that appeared late last year is the 
introduction of system boards with AGP slots and AGP video 
cards. Combined with the Pentium II's increased processing 
power, AGP allows developers to add much richer and 
detailed texture maps to their games. The higher polygon 
rates can produce extra levels of detail and make 3D 
simulations that much more lifelike. G-Police from Psygnosis 
was released on Dec 4, the first game that supported AGP 
graphics. Once again, Psygnosis was on the cutting edge. 


Being one of the first software companies to utilize 3D 
technology and one of the strongest supporters, we spoke 
with Dominic Mallinson, Psygnosis's Technical Director from 
the UK in order to get some insight on 3D gaming and the 
future of game development. 


jee ee 


Voodoo: Psygnosis was one of the first computer game 
companies to utilize and implement 3D technology. How 
has this changed the way Psygnosis looks at future projects? 
Why is Psygnosis so technology driven? 


DM: The major change is that games used to sell because they 
had 3D graphics. Many companies put out old games with 
new 3D graphics. Today, the important aspect is to realize 
what 3D does for the game itself. As we move forward, 3D 
becomes much more integral to the complete gaming 
experience, bringing in 3D sound and true 3D gameplay and 
speed. Psygnosis is technology driven not because of the 
technology itself, but because of the possibilities it offers us 1n 
game design. Specifically, we continue to get closer and 
closer to a high-fidelity experience. 


Voodoo: What direction is the computer gaming industry 
going with respect to 3D gaming? Should console game 
manufacturers worry? 


DM: Consoles will likely continue to have a place. PCs are 
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complicated, general purpose devices and, because they are 
so technology driven (i.e. next generation chipsets, 3D cards, 
and sound quality progress at a much more rapid pace than 
console technology can keep up with), PCs will remain 
relatively costly in comparison to consoles. New consoles 
will continue to arrive, meeting the demand for higher quality 
3D and speed. Psygnosis will continue supporting both. 


Voodoo: There's always a debate on whether the 3Dfx or 
PowerVR chipset is better. Which is better? Why is it better? 
Does it really make a difference? 


DM: Overall, 3Dfx Voodoo offers more benefits than Power 
VR PCX2. However, there are many factors which would 
influence a gamer's choice between these two technologies. 
In some respects, PCX2 does exceed Voodoo and for certain 
games, PCX2 is a better choice. The important point is for a 
gamer to understand what each solution can offer them and 
make an educated choice. 


Voodoo: How do you feel about the Intel 740? Do you think 
it will dominate? Which chipsets do you think will survive? 


DM: The Intel 740 has excellent performance and features. 
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:YES, this is actual G-Police gameplay 
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I'd be guessing if | were to comment on what will be the 
dominant technologies over the next 12 months, but | 
certainly wouldn't discount Intel. Knowing roughly what is 
coming from them, it's bound to be a very competitive year. 
Most importantly, all the new chipsets support a good solid 
baseline of performance and features, which is great news for 
developers and gamers. 


Voodoo: Regarding APIs, which do feel is better: Open GL or 
Direct 3D? 


DM: They honestly do both have their benefits. IF | were to 
pick one for ease of programming, I'd pick Open GL. If! were 
to choose for widespread consumer compatibility and 
stability, I'd choose Direct 3D. With the recent SGI - 
Microsoft announcement about "Fahrenheit, the games 
industry has been given clear direction to use Direct 3D until 
it becomes Fahrenheit. At the same time, both companies are 
trying to incorporate the best of both APls into the new 
Fahrenheit Low Level API. 


Voodoo: When do you think AGP will reach mass market? 
DM: During the second half of '98. AGP and Pentium II class 


processors will be standard in new PCs and many games will 
support these technologies. 
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Voodoo: The industry is 
a buzz awaiting the new 
K6 3D. How do you think it will affect games? 


DM: Itis still early to know exactly what impact the K6 3D 
will have. The extensions offered will increase 3D game 
performance. This is exactly the right type of technology the 


games industry needs in CPUs and I'm eager to see what 
results we'll get. 


Voodoo: In your opinion, wh 
one so poorly? Where do yo ics VS. 
gameplay argument? you stand on 3D graphics 


eel 82Mes were initially produced as po" 
ie pee ne € or PC titles. A port will never truly show 
hie Se 7 ities of new technologies, However, gamepla) 
cece paberant feature, SO these posts should not be 

ee Belay Atfitst 3D, graphics were bolted on to 20 
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Content. A game platform is defined by the software that runs 
on it. Without games, that cool piece of new hardware isn't 
very impressive. 3Dfx Interactive realized that from the 
beginning and has worked overtime to make sure that Voodoo 
Graphics has not only the most titles available, but the best. 


Variety. When looking at the games available for Voodoo, I'm 
always struck by the variety of types available to play. Games 
like Frogger and Pandemonium appeal to non-gamers, Need 
for Speed 2 SE and Sub Culture appeal to the casual gamer, 
while the hard core gamer has plenty to choose from. Sports, 
flight sim, driving, adventure, action, arcade, strategy — there 
are titles available in every category, enough to make 
everyone happy. 


Working with game developers. Second only to creating 
the most amazing hardware possible is 3Dfx's commitment 
to the game developer. Stories of quick response, trips to 
developers’ headquarters to help with coding issues, 
marketing support, and enthusiastic help always spring up 
when asking a developer about 3Dfx. And although the big 
guys like Electronic Arts, Interplay, Sierra, and others are 
always taken care of, it's 3Dfx’s intense commitment to the 
smaller developer which rounds out the games and ensures 
lasting support. 


Why developers like Voodoo. The reason that so many 
games take advantage of Voodoo Graphics is that developers 
love the chipset. It's flexible and easy to program for, while at 
the same time being incredibly powerful, bringing out the 
best in every game. They know that their target audience, 
informed gamers and reviewers alike, will settle for nothing 
less than the greatest possible experience. 


From Patches to In-Game Support. For those hard-core 
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Voodoo owners from over a year ago, patches seemed to be 
the easiest method to get Voodoo enhancements. As game: 
advanced and Voodoo became more popular, suppor! 
gradually transformed from a last minute addition to a produc 
feature and design element. Looking to the future, game 
developers are designing games for Voodoo and then scaling) 
back for a software version. The true visionaries are now 
creating games that will only run on 3D hardware because| 
they know that by concentrating on Voodoo's specific powe| 
and unique features, they can create a better game with 
enhanced artwork, models, and special effects. 


Games, Games, Games. At press time, there are more than 
150 titles available that run on 3Dfx, a library surpassing mos| 
home console systems. 400+ more are in development an¢| 
the vast support shows no sign of slowing. Titles such a 
Unreal, Prey, Falcon 4.0, Ultima: Ascension, Descent 3, an¢ 
many others ensure that the best upcoming games will be 
optimized to run on Voodoo. | 

} 





Some Good, Some... Now, of course not every game !§ 
created equal. Even in the sexiest dress, your sister still is n0' 
an optimum Prom date (hopefully). True, even the wor! 
games look better when given the Voodoo treatment, bu! 
underneath the glitz, they’re still the same crap game. As 4| 
gamer, you need to educate yourself as to which titles ou! 
there are really deserving of your money (and one of the bes! 
ways to do that is to read every issue of Voodoo religiously! 
And with the extensive library of titles available, there shoul? 
be no trouble picking winners from the batch. The following 
list will narrow the field a bit and give you a starting groun 

from which to build or add to your collection of 3D enhance 

games. However, keep an Open mind when looking at othe! 


titles that may not appear on this abbreviated list; everyon 
has different tastes, after all. 








1 Quake 2 
Published by Activision 

| Developed by id Software. 

| Frame rates faster than the eye 
can see, colored lighting, 
| higher resolution... Not only 
| has this game defined the new 
standard for multiplayer 
fragging, ithad Voodoo 2 support built in before the chipset 
was even done! Talk about bleeding edge. 


Tomb Raider 2 


Published by Eidos Interactive 
Developed by Core. 
The same great Lara with more 
moves, outfits, and vehicles. 
With the eventual upgrade to 
true mip-mapping, the sequel 
: ~~ will carry the torch as one of 
the best reasons to own a Voodoo. Lara has caused more 
than a few gamers to wake up in a cold sweat. 
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™§ Published and Developed by 

| Electronic Arts 

The additional touches for 
Voodoo (rain, bees, fog) takes 
an already great driving game 
and elevates it to a sight to 
= behold. The sense of speed, 
bitchin’ cars and great tracks have kept the Thrustmaster 
NASCAR steering wheel permanently attached to my 
desktop. 





bona “ew FZ NAL Rockey 98 

“y Published and Developed by 

g Electronic Arts 

& a 3 With the amount of detail in 
giao Lee the textures and motion 
Cae * t €@ capture, you keep expecting 
your center to be wiping the 
blood from his nose from that 
first body slam. This game redefines what a sports game 
should look and play like. 


Jedi Knight 

Published and Developed by 
LucasArts : 
Although not as elaborate in 


3D graphics as some other 
shooters, the amazing level 
| design, sound effects and story 

carry this title to the top. The 
Mysteries of the Sith expansion (reviewed in Playground this 
issue) is a worthy addition and keeps the fun going. Both 
single and multi-player are great experiences. 
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{ Turok: Dinosaur Hunter 

©} Published by Acclaim 

= Developed by Iguana 

+ Not only is this a great looking 

= title, you can also claim 
~; bragging rights over all your 
{ console-loving pals. Although 

similar to the Nintendo 64 

version in many regards, the Voodoo version comes out as 

the clear winner in terms of resolution, frame rate, and 

texture quality. Too bad all that fog didn't clear up though... 


Mace: The Dark Age 


Developed by Atari Games 
Probably the best fighting title 
you'll never play. Imagine the 
arcade game playing at faster 
i speeds and higher resolutions 
= and you've gotten a taste of 
- ~ what Mace on the PC is like. An 
amazing example of why Glide (the native API) is such a 
powerful tool. This is the first playable fighting game to ever 
grace the PC. Cross your fingers and pray that Midway gets 
this one out soon. 
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2 Incubation 

i Published and Developed by Blue 

Byte Software 

Although a bit easy to win, | 

kept playing the missions over 

again just to see the graphics. 

Amazing alpha effects and 
aa SSeS great animations bring turn- 

based strategy games into the real 3D world, and is a nice 

break from all the C&C/Warcraft clones out there. With the 

additional mission pack, | foresee a lot more late nights. xi 



















Published and Developed by Bungie 
=| Real-time strategy meets real- 

time 3D. Although 2D sprites 
are used for the characters, the 
attention to detail, deformable 
terrain, and weather effects are 
great. The single player 
campaign and multiplayer gameplay make it a lasting title. 
Oh yeah, it works on a Mac with a 3Dfx board as well. 



















Wing Commander Prophecy 
Published by Electronic Arts 
Developed by Origin Systems 

WCP combines one of the 
strongest franchises in video 
game history with an incredible 
3D engine and excellent space 
sim gameplay. Although most 
folks blow through this game quickly, it's guaranteed to leave 
you wanting more (always a good thing in life's best 
pleasures). Lack of multi-player is a bummer, though. 
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Bat tlezone 
Published and Developed by 
Activision 


Interstate 76 


Published and Developed by Activision 








Published by Fox Interactive 
Developed by Argonaut Software 





Formu la { 

Published by Psygnosis 

Developed by Bizarre Creations 
Se 
Extreme Assault 

Published and Developed by Blue Byte Software 


Sub Culture 
Published by Ubi Soft 
Developed by Criterion 
Wyte 

Uprising 

Published by Studio 3D0 
Developed by Cyclone Studios 


Nightmare Creatures 
Published by Activision 
Developed by Kalisto 








; Grand Theft Auto 
: ——= Published by ASC Games 
af Developed by DMA 
Longbow 2 
Published by Electronic Arts 
Developed by Origin Systems 





= 


FVW+ts 4, Ran-pz Dp 
UlTimate Race Pro 
Published and Developed by Kalisto 
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Gex 


Published by Midway and Developed by Crystal Dynamicg 





G-Police 
Published and Developed by 
Psygnosis 
5 = 
Hexen 2 
Published by Activision 
Developed by Raven Software 








Incoming 
Developed by Rage Software 





Published and Developed by Sony 


| Tanarus 
| Interactive Studios America 








Moto Racer 


Published by Electronic Arts 
Developed by Delphine 





Unreal 
Published by GT Interactive 
Developed by Epic MegaGames 











G> Nuclear Strike 
1S) Published and Developed by 
<= Electronic Arts 








Published and Developed by Ubi Soft 


FIFA: Road ¢ 


Published and Deve. 


0 the World Cup 98 


loped by Electronic Arts 


Shadows of i 


Published and Devel 


he Empire 
oped by LucasArts 
Special Ops: US 

: Ps: US Arm : 
Published by Ripcord = Rangers 
Developed by Zombie vr Studios 












Where in the world 
is Long Beach, CA? 


For five days this May, it’s the center of the 
game development universe. 


igners, producers, artists, 
Join us this spring as thousands of hotshot prog as ee fae FcRECaRE Ft 
ole this sleepy re 
; rketers transform nouter Game Developers 
sound engineers, and ma t now for the Compu ; 
j Reserve your sea : together. It’s all there— a 
next-generation games. hole game industry comes together : 
ce where the whole g : business strategies, a 
Sona ens es covering the powerful technologies, aa remainders. Not 
es ctor content concepts that separate ee arte aver seainanen tena 
CLAN hedhae ofessionals than eee bee 
; ame development pr Ise would you wan ie 
= ene Beas cio about the games you make...where e 
your life. If yo 


(Hey, at least it's not Attantal) 


Register Today for the CDE 

MAY 4-8, 1998 

Long Beach CA, Convention Center 
Call 888-234-9476 or 415-905-2388 
Go To WWW.cgtc.com 

E-mail eye @mfi.com 
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the Ultima series reaches its final year of 
development...at least in theory. Roughly a year anda 
half ago, Origin began revamping Ultima: Ascension to take 
advantage of today's 3D accelerator technology. 
Like the interface and graphics, Britannia is definitely not the 
way our hero left it. Many years have passed since the Avatar 
left his old stomping grounds, now wracked by The 
Guardian's cruel hand. Eight "pillars" scattered throughout 
the land now corrupt Britannia. These artifacts combined 
with the reappearance of Blackthorn as the "evil vizier" 
have made Lord British an enemy. As the title suggests, this 
grand finale to the "trilogy of trilogies' will be the last game 
starring the Avatar, thanks to the transformation begun at 
the conclusion of Ultima 8. 
Origin has spared nothing in readying Ascension for 
today's gamer. Already inciting complaints from Ultima 
fanatics across the Internet, the most noticeable change 
is the new viewpoint. Originally developed a with an 
Ultima-standard overhead/isometric view, Ascension is 
now presented from Tomb Raider's view, a necessary 
comparison the developers loathe. However, the 
technology driving Ascension is vastly different, 
giving players one seamless, load-free 
outdoor world. With the Britannian 
wilderness as the primary staging 
grounds for the series finale, Origin 
has spared nothing in creating 
the most detailed world seenin |i 
any game. Each locale is 
painstakingly rendered with its 
own architectural style and 
flora. Simulated wind causes 
leaves on trees to rustle and sway 
while a beautiful day and night “~*4 
cycle passes the time. The 


N early four years in the making, the ninth installment of 


+. a ct 
impresive lighting model is tailored for 3Dfx and is virtually 
the only engine with colored lighting that shows on both the 
characters and environment. Finally, the game's code has 
recently been updated to allow the use of high-resolution’ 6- 
bit textures. As all of this would suggest, Ultima: Ascension's 
development has been firmly grounded in 3Dfx territory. 
Origin's Ankh development tool allows designers to place 
objects SimCity-style and instantly frolic 
in their new map with the press of 
7= abutton. Thanks to the new point 
px of view, changes had to be made 
¥.% —tothecombat. However, Origin 
is being especially careful not 
= to let Ascension become the 
2-4 dexterity-driven game that 
iy - J H Sm 
y-5 Ultima 8 was. Ascension's 
combat system is a unique blend 
of action and strategy, combining 
the in-your-face appeal of 3D fighting 
games and the strategic elements of an 
RPG. Individual attacks are carried out in 
hack-and-slash style, but players can target 
enemies for various other attacks. Ascension will 
feature a slew of weapons, categorized into five basic 
Weapon classes. Starting , 
with simple attacks, players 
will be able to execute a | 
multitude of techniques after 
experience and training. 
Eventually all of these will be 
needed, as every creature 
has Al and movement | 
tailored to their individual 
strengths. Thanks to the 
Avatar's titan status, a purely 
elemental, reagent- 


hat, exactly, does resource management and 
WAV eerie combat have to do with one of 
the classics of early Eighties arcade games? On 
the surface, there’s not a whole lot to tie in the 
grandfather of 3D gaming with Activision’s new first- 
person action title. Sure, the tanks and ships roving 
around do vaguely resemble the original craft. But in 
Ataris masterpiece, there wasn’t much more to worry 
about than the slow — moving baddies creepin’ up 
behind you, while Activision has added a whole lot 
more. 
Activision describes Battlezone as a “hybrid” game 
of the “action/strategy” genre. Huh? Yes, you do get 
to pilot tanks across the surfaces of alien worlds, but 
now you've also got to build and defend your base 
through 30 different open-ended missions. 
In this alternate universe, the Space Race between 
the US and the Soviets turns out to have been a big 
X-Files-sized scam pulled on the uncompre- 
hending global populace. In 1962, a meteor 
shower deposited a new form of alien 
“bio-metal” on the surface of the 
earth, which the quick 
thinking super-geniuses im- 
mediately converted into 
new ultra-powerful wea- 
pons of mass destruction, 
which could tip the balance 
of the Cold War to favor the 
country that controlled the 
new weapons. In response to 
this new international crisis, JFK 
forms a top-secret group, the 
National Space Defense Forces, to 
head out to the stars to scavenge as 
much of this alien metal as possible. But, the 
Russkies have a similar plan, so war comes to the 
stars as the two countries duke it out on eight 
planets, including the 
moon, Mars and Venus. 
Gameplay takes place 
from the cockpit of a 
specially designed tank 
that's been modified 
with alien technology. 
These “V-Thrusters” are 
reconfigurable, allowing 
the player to upgrade to 
new weapons and 


‘6 
While you must pilot your tank in offensive and 
defensive maneuvers, you're also going to have to pay 
attention to your base. You give commands from your 
tank through a series of simple directions, issued by an 
intuitive button interface. While building up your base, 
you can also create and command 30 unique units, 
like tanks, fighters, mobile turrets and infantry. In order 
to build all these toys, you've got to send out your 
scavengers, who scour across the nearby 
terrain, searching out deposits of the bio- 
metal necessary to forge your 
creations. 
After you finish off the US and 
Soviet missions, you can set 
up a four player war game, or 
create unique battles with 
the Mission Construction Set 
that ships with the game. 
Battle-zone can be played 
with up to four people either 
on line, modem-to-modem, 
or through a local network. 


defenses as the missions progress, attaching cannons, 
mortars, mines and artillery to the base tank design. 
Much like Battlezone, these tanks are fast and agile, and 
play with much more of an arcade feel than a tank sim like 
Spearhead or M1 Tank Platoon. 


less spell system has been impl 

emented alon 
with a reagent-based potion system. : d 
ue a step in a different direction for Ultima, Ascension sets new 
graphic and technology standards and has the potential to suck gamers 


in, as well. Will fans of the series love it? That remains to be seen. 


3b - PREVIEW 3? - PREVIEW 
































schewing the almost mandatory poop jokes, 
E Montezuma is a name that brings a warm glow of 
pleasure to anyone who's gaming history stretches 
back into the dim and dusty days of the Commodore 64 
and the Apple II. Montezuma’s Revenge was a great 
platform game that seemingly never ran out of levels. 
You ran around, jumping over pits, avoiding various 
beasties, climbing up and down ladders, all the while 
searching for treasure. Now, over a decade later, 
comes Montezuma’s Return, where you get to run 
around, jump over pits, climb up and down ladders 
and search for treasure. But the kicker is, this time 
it’s in 3D (which is why we're writing about it here 
inVoodoo, duh). Not only is Montezuma’s Return 
3D, but it’s really, really nice 3D. The word 
“smooth” hardly does the engine justice. On a 
Pentium II 300 with a Canopus Pure 3D, MR was 
hitting a sporty 45 fps without a hiccup. New high- 
res textures appear around each corner as you 
move from room to room, giving each area a well 
defined and gorgeous look. There are all sorts of 
lighting and transparency effects that are used 
quite subtly (for a change), resulting in a 
—_— much more realistic environment. 
= Utopia has also promised Voodoo 2 
support for the game by the time 
it ships, which should be a 
huge boon for the lighting 
and textures. 
The accompanying text 
describes MR as “the first 
console style 3D action PC 
game.” While this isn’t quite 
true, it is one of the most 
































interesting ones so far pro- be 
duced. Think of MR as Mario 
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meets Quake, with the emphasis much more on precise 
jumps, exploration and puzzle solving. Instead of the 
Tomb Raider third-person perspective (that would 
actually feel somewhat more natural for this style of 
game), Utopia Technologies has gone for first-person. 
The most you ever see of your character is his arms 
and legs as he punches, kicks, falls, jumps or swings 
around. Having your arms and legs 
shoot out in front of you is 
comical at first, but you'll get 
used to it. 
MR has a decidedly Indiana 
Jones flavor, much as its 
precursor did in the Eighties. 
As Max Montezuma, the last 
surviving descendent of 
Montezuma, the Aztec King, 
you must explore the ruins of 
your ancestor's castle. Monte- 
zuma placed all his treasures within 
| this fortress, then laid one whopping 
___ mojo ofan evil curse on the place, making 
it quite inhospitable to would-be treasure 


hunters. All manner of mutated baddies flit about the 
underground lair, from 


giant rats to gallivanting 
tribesmen. Beyond living, 
breathing dangers, Max 
also has to watch out for a 
ton of different traps and 
environmental hazards. 
Health is restored by 
picking up the food 
scattered around the 
levels and extra lives are 
earned by grabbing treasure. 
The final version of the 
as well as the full version 
Revenge included on the 


reintroduce yourself or experience it for the f rst time. 





game will have nine huge “episodes”, 
of the original Montezuma’s 
disk, so that you can eithe! 


ven though they're never the flashiest titles produced, 
Fim: games, if done correctly, can be a great 
diversion. Every tennis game is basically nothing 
more than an improvement on Pong; the object is still to 
get the little ball to the other side of the court and past 
the opposing player without screwing up. Simple, yet 
fun. Blue Byte's Game, Net and Match isn't a radical 
new tennis game, but more of a return to form for the 
often underrated sport. 
Play is a little strange at this point and should 
hopefully improve — at this stage, there are some very 
suspect Calls from the line judges ("Out?!? That's it, 
I'm killing me a ref."). When you serve, a black target 
streaks out across the court, which you have to 
quickly position on the opponents side or your 
player will whack the ball straight into the net like a 
total goon. With all the different ways to hit the ball, 
from long volleys to hard slams from mid-court, 
almost every button on the Microsoft Sidewinder 
pad was in use. Oddly enough, Game, Net and 
Match's gameplay called to mind toa great 
old Super Nintendo game called 
Super Tennis that shipped very 
early in that system's life. 
There's a practice mode with 
a gentle ball machine to 
help you figure out just how 
all these different returns x 
work. Competition, Tour- Fz 
nament and Season modes — 
are currently under con- 
struction, allowing you to take 
one of the twelve different players 
(6 male, 6 female) from struggling 
ball-boy all the way to the hallowed 
position of World Champion and potential 
Nike spokesperson. 
3D acceleration is handled through Glide for all us 
lucky Voodoo users. 
While the graphics 
ba aren't about to tax your 
system, the players are 
good-looking models 
M that run about quite 
smoothly. There is a 
great deal of edge burn 
" obvious around the 2D 
4 artifacts (trees, people in 
=== the front row, trees) that 
will hopefully be corrected for the final release. The 3D 
engine enables you to play from the vantage points of the 





players, audience, commentator and the Hubble 


telescope. ; : 
Because this is 1998, multiplayer LAN and internet support 

































is included in the game. The developers obviously had it 
built into the design specs from the beginning, so it 
doesn't smack of one of these last minute "me-too" adds. = 
Blue Byte intends to set up dedicated servers, with = 
rankings, player enhancements, stats, chat rooms, etc. 
It's a pretty safe bet that their servers aren't exactly 
going to be flooded, butat least you'll havea dedicated 
site to go to when you feel like pegging people with 
a ball. Local support is cool in that you can = 
play against another player, doubles with Bt 
a partner against the computer or 
network four computers together, . 
guaranteeing that no one in the = 
office will get any work done. 
It's a bold move these days to 
release a sports game with- 
outa license; one hopes that 
Blue Byte spends their time 
and money on devel- 
| opment, rather than paying 
=| some spoiled rich kid a 
bazillion dollars to slap their 
mug on the front of the box. . 








eed 
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we've seen “Falcon will be released 
within the next Quarter” in print by now, 
but the elusive jet sim is finally ready to roll out 
of the hangar and take to the skies. 
Falcon is a mulitplayer air combat simulator 
set in the middle of a Korean war. Players 
assume the role of a single pilot of an F-16C 
Block 50/52 — in other words, you fly a big, 
expensive hunk of technology at Mach 
speeds while blowing opposing expensive 
hunks of technology out of the air. 
Falcon 4 promises to be the kind of 
game that will make throttle- 
jockeys implode with happiness. 
MicroProse promises a sim that 
goes beyond realism, with 
faithful modeling of F-16 
avionics and flight per- 
formance and a completely 
rewritten “simulation core.”. An 
in-house F-16 expert has helped 
the team design tougher and 


B elieve it. We don’t know how many times 


C; rab yer gear, kiddies, the military 
sims are rollin’ in full force. We’ve 
got jets, we've got helicopters and 
this month we've got two tank sims. The first 
is M1 Tank Platoon II from MicroProse, the 
3D sequel to the amazing 1989 wargame. 
There are three ways to play M1: a god 
perspective where you assign 
Waypoints, call in support and _ 
issue orders to your units much | 
like a tactical war game; you can 
also set the waypoints and 
commands in the map view, 
then watch the action from the 
chase view; finally, there’s the 
puree. (TUE sil 
_where you 
_ play from the 
gunner or tank 
commander's position 


smarter Al for 
both wingmen 
and enemies. 

Falcon will 
also support 


four different types of network play: modem, 
direct connection, LAN and internet play 


through Total 


Entertainment 


Network. 


Falcon’s team promises that network 
play will be limited only by the 
speed of your computer and 


network, 


while 


the TEN 


support should be able to 


contain 
players” 


each world. | 


alike, allowing you to JJ 
sit back and strategize | 
or grab the controls 
and run over people. | 
Gameplay takes place 
in a graphically rich 
3D environment 
with texture 
mapped 
terrain, L 
animated 


vehicles 


“hundreds of 


i) <a 


WCHUELUSE BATE Stile 


and 


photorealistic cockpits. Players 

can pilot more than 70 different 

vehicles, from ground-based to 
ve Russian helicopters and Amer- 
1 ican fighter planes. M1 includes a 


Training Mode 
yourself with basic tank 
combat, Single Battle for 
instant action quick-fixes, five 


to familiarize 


a Eo | 


eee ills,” states Brad 
“ald, Ne Droaucer of Sony Interactive 
Americas upcoming on-line RPG world. “The 
is of the game is action: sol ing quests, 
eaventuring. killing monsters. We 

ople to be able to jump into the game and 


accelerated only. EQ runs on both D3D and Glide 
but according to Brad, both versions look and play 
almost identically, with Glide giving a fraction of 
a performance boost (5-7% frame rate increase) to 
the game. 
“We've given the player the ability to choose 
between 12 different races and 14 classes.” Races 
include humans, elves, dwarves, trolls, ogres, 
halflings, and gnomes, while the classes consist 
of warriors, clerics, paladins, rangers, druids, 
monks, rogues and mages. 
“Once you've created your character, 
there are ‘newbie’ zones sur- 
rounding the cities, so you 
can have successes right 
away. We want to remove 
the frustration and make 
this a fun game.” Brad goes 
on to describe some of the 
more exotic types of 
environments to be found in 
the game, from the icy arctic 
zones to the undersea cities to 
the desert reaches. Throughout 
the world, of course, will be the 
typical staples of any good RPG, 
castles, keeps and your basic, all-around 
evil dungeon. 
The designers are also shooting for 40 unique 
—= sexes) MOnsters, such as 
, dragons, goblins and 
‘orcs, but within each 
type there will be 
| different ranks. “There 
are core types, such as 
MY a goblin, that have the 
| same basic model. But 
| there are derived types 
| that will have different 


== textures and stats. So, a 


SUS 


i 
casirecy 


and spend time developi 
designed to take up toa ve 

outa character, unlike other gam 
through levels in a few weeks. 
“You'll be able to look at a chara 


out his equipment, vou know, ‘Wow, 
where'd you get that dragonscale 
armor? That's cool!’” 

Brad and the EverQuest team 
are getting ready to hit Beta 
test to give the game a good 

shake-out before taking it to 

the masses, so a few lucky 

testers will get to take a 

whack at it early, but most 

people will have to wait 
until Spring to get a chance 
to play the game. 


goblin king would be much more powerful and look 
different from a goblin slave.” 
“There are three different ways to grow your character 


within any of the four different campaign theaters in 


tanks in your platoon, the Campaign Mode and a 


M1 provides fun for Multipla : : 
: erm : i : iring di ; 
LMA provides fun for Mut Paver mode that mixes in EQ: by aquiring different items, developing your skills 


= . and by gaining experience and climbing levels.” Brad 
wanna-be tank drivers operation Y galing exp 8 
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n-case you've been living under a rock for the past year Or so, 
Final Fantasy VII was undoubtedly the biggest phenomenon 
to hitthe console gaming world. In Japan, it sold almost two 
million copies in its first weekend alone (counting pre-orders, 
of course). Here in the United States, Sony Computer 
Entertainment paid out big bucks to Square Soft, the 
developers of the game, in order to lock down the 
distribution rights for the PlayStation game. Sony launched 
an advertising blitzkrieg, filling the airwaves, covering 
busses and papering billboards. The game did huge 
numbers, an unparalleled success for the PlayStation 
console. Now Eidos (“The House That Tomb Raider Built’) 
has picked up the rights for the upcoming PC conversion 
of the game. 
Final Fantasy Vil is a huge, sprawling RPG, covering four 
disks. The story centers on Cloud, a young warrior 
disillusioned by the all-powerful Shinra corporation that 
rules the world. Cloud hires himself out as a mercenary 
to a group of rebels known as Avalanche, dedicated to 
the downfall of Shinra. Cloud becomes wrapped up in 
Avalanche's goals to stop Shinra from destroying the 
planet, journeying from one end of the continent to 
the other to put an end to the company’s 
machinations. During the course of this 
quest, Cloud meets up with a huge cast 
of characters; some becoming allies 
and lovers while others become 
dangerous enemies. There are 
two aspects to the majority of 
the gameplay — exploration 
and turn-based combat. Your 
polygonal character runs 
through incredible pre- 
rendered backgrounds during 
the exploration phase, moving aa 
through villages, countrysides, 


Berret 
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mountains and buildings. During combat, the perspective 
switches to a dynamic camera that swirls around the various 
characters, livening up the combat so it isn’t as static and 
boring. 
Scoff if you will, but FFVII is truly an amazing game. As a 
long-time fan of Japanese Role Playing Games, we're a little 
more than excited to see the game not only being ported, 
but being totally redone for the PC via 
Voodoo Graphics. While most 
computer gamers cringe at the 
very idea of a console-to-PC 
port, this is no ordinary game. 
Forget the crap games that 
you've seen in the past, this is 
no weak Resident Evil 
conversion. 
Square’s US branch has been 
hard at work on the game, doing 
their best to make sure that, if 
anything, the PC version is even more 
breathtakingly awesome than its Play- 
Station predecessor. The graphics have been 
enhanced considerably, with beautiful transparency 


and lighting effects, as well as higher resolutions for both 
characters and backgrounds, 


giving the game much richer 
detail. 
The staff here at Voodoo is 
very interested in the res- 
ponse that FFVII will gen- 
erate amongst PC players. 
Eidos is banking on the hope 
that more and more console 
players have emigrated to 
the PC now that 3Dfx = 
Staphics have so radi 
PlayStation and N64, 
very console-flavore 








cally outdistanced the capabilities of the 
Will Voodoo owners turn up their noses at this 








coming, but we're going to show them all 
to be pretenders to the throne," states Andy 
Hollis. And he's the kind of guy who can back up that 
statement. Origin's last full-blown sim, Longbow 2, 
was a masterpiece not only of precise military 
simulation, but in sheer graphical beauty. Origin is 
readying their next barnstormer, Jane's F-15, and 
they're determined to reboot the flight world 
again. "Any strong sim line needs a front-line jet 
simulator and we're ready to take the market into 
new areas while going whole hog on authenticity. 
F-15 flies just like the real thing." Hollis and his 
co-pilots John Paquin, F-15's senior software 
engineer, and Tom Whittaker, responsible for the 
majority of the 3 Dfx-specific work, laid out their 
plans to dominate the skies. The secret? 
Accessibility and Configurability. "We spent a 
great deal of time in actual government flight 
simulators and we were struck by the 
intuitiveness and straight-forwardness or 
the F-15 cockpit design. You'll be 
able to mouse-click on these 
displays in the exact same 
way you'd move your 
finger in a real cockpit." 
Configurability is key for 
those of us who may not 
have clocked a whole lot 
of flight time in an F-15. 
Gameplay is scaleable to 
address the needs of both the 
die hard sim fan and the normal | 


Md Ter a lot of accelerated flight sims 


gamer alike. "Right from the RS 















ground (which they describe as a "rolling cylindrical 
fog effect"). The plane's are incredibly detailed, so 
much so that the team hasn't counted, for fear of 
losing our minds," jokes John. "We've got several 
thousand triangles in the F-15 alone. We've 
extended the concept of materials to the objects in 
the games, giving them sheen as well as texture." 
As the planes roll about in the sun, the 
reflections on the plane will change with 
the position of the light source. When 
asked about Voodoo 2, Hollis 
replied that the technology had 
arrived too late in the project 
for support to be built in out 
of the box, but added that 
the team may evaluate 
creating a patch after the 
| game's release. "The game 
| will run a whole lot better 
a jon Voodoo 2 and we'll 
eS sj want to take greater 





beginning, the game asks if you're a 
casual or expert user. All settings are 
selectable, so you can adjust the difficulty for 
each and every factor," says Hollis. "The object 
is to get you up and 
i | flying in five minutes 

: See or less." 

= Like Longbow 2, F-15 
is being built from the 
ground up in native 
3Dfx mode. John and 
Tom were vocal in 
their delight at the 
oo), ae ease and power of de- 
—-—.- 4 veloping for Voodoo. 
"We're probably using close to 90% of Glide's 


features," said Tom. They singled out alpha-blending 
as the most important feature, supplying effects for 


advantage of it in the future." 







LECLIUIUE (Lis DEVELOPER: UIiICIlt BATE: Stile 


d title, or will iti 

, OF will you go for it in the same way tha 

yet poe 32-bit Samer Cousins have? Voodoo strongly recommends 
Ping an open mind on this one, Expect a full review in issue 0: 





everything from smoke to transparent canopies to the 
rolling shockwave effect produced by a bomb hitting the 
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an, Acclaim is like a whole new company these 
days. The former software dumping ground has 
about-faced dramatically, cranking out killer 
product like Turok and their soon-to-be released 3D 
accelerator beauty, Forsaken. Hopefully, Acclaim’s got 
more rockin’ software like this up their sleeves. 
There's really not much more to say about Forsaken 
than what you can see from the screen shots. The 
graphics are straight up amazing. This is another 
graphical smorgasbord that will stun you with 
intense colored lighting effects and big. flashy 
explosions. The weapon effects are very nice, all 
whirling vortexes, hailstorms of glowing shot and 
streaking missile trails. Each weapon makes a 
distinctive sound and produces a unique light 
sources. So as you learn the game, you'll be able to 
figure out which weapons are being fired in a 
battle before engaging. Even with all these fab 
effects, Forsaken clips along at hyperspeeds (we 
played the game on both a P200 and a P2 300) 
with nary a sign of slow down to hinder play. 
Although the enemies in single-player mode 
are fairly generic, the selectable characters 
for multiplayer are detailed and 
bizarre looking and provide for 
some truly strange deathmatches. 
So far, the levels are large 
enough that they don’t feel as 
restrictive as some of the 
tunnel games in the past. 
While you're definitely 
enclosed at all times during 
the game, some of the 
rooms open up wide enough 
to allow you the freedom to 
seriously jam on the turbos 


and take out the baddies with guns blazing. 
One of the few things that seemed out of place with the 
game is the dependence on a set number of lives as 
opposed to being able to save when you need to. 
While this style of game play works for console 
games, it's not really what you'd expect in a PC game. 
There has been a raging argument going back and 
forth in the development community 
regarding unlimited saving 
ax ee a | ruining game balance and 
r , . . 
=== 5. while you can see their 
5. point, it doesn’t make it any 
less irritating. To earn extra 
lives, you need to search out 
gold bars that are placed 
Sm, throughout the levels. Ten of 
‘em will getcha another life 
and believe us, they go quickly. 
Forsaken is not an easy romp by 
any means, at least not in the 
preview version that Acclaim sent us. 
Just let it be known that the Microsoft 
gamepad is a rather durable piece of equipment 


which can easily stand repeated slams onto a desktop 
during moments of 3 
intense rage. 


This is a Descent-style 
game, a totally 3D 
corridor crawl through — 
Zero-gravity tunnels. Be- } 
Cause this game is true 

3D, the controls get way 
complex, with crazy 
button mappings across 
keyboard, joystick or joy- 

pad for all the turning, strafing, 


. eos d 
hovering. accelerating, firing and 


Ole lot of time with any of 
games, expect to face a serious learning curve 
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uring last year’s ECTS in London, a group of 
[.D quiet guys walked into the 3Dfx booth and 
asked if anyone spoke French. They were 
pointed towards Denis Anselm, 3Dfx’s resident 
software alien. Turns out they were a small games 
development team called Rayland and they very 
nicely asked if we would like to see their demo. They 
apologized for Mad-Trax, saying that they had only 
been working on it for a few months and that it 
wasn't indicitive of the final game. They then fired 
up a racing game that was so amazing that it 
literally brought the crowd to a standstill. 
Even at such an early stage, Mad-Trax was an 
incredible looking piece of software. Rayland 
hesitated to call it a game at that point in time, 
describing it instead as a technology demo 
Rayland’s story is cool in and of itself. The six man 
team has nearly 20 years of experience between 
them, having worked for companies such as 
Cryo, Titus and Ubi Soft, as well as creating 
software as a demo crew known as 
Oxygene. Since ECTS, 3Dfx has 
shown Mad-Trax at Comdex 
and taken it on a European f 
Voodoo 2 press tour, 
resulting in a great deal of 


team in both Europe and 
the US. 
Screen shots do not do this 
game justice. Much like 
every other 3D accelerated 
game, there’s no way to get a 
sense of how amazingly smooth 
Mad-Trax is without seeing it in 
motion. On a typical first-gen Voodoo 
Graphics, Mad-Trax hums along at a speedy 30 
plus frames per second. On a Voodoo 2, however, 
: the game ramps up to 
an amazing 60 fps, 
blasting across the 
high-tech speedways at 
= an awesome rate. The 
car is wrapped in a 
meee shining environment 
« PA map that dynamically 
; a ™ reacts to changing light 
sources, creating a 
ee 2" flashing chrome effect 
across the entire body. Fog is apparent in the horizon, 
but instead of using it to hide the pop-up, Its used to 
create a sense of distance. 
Rayland’s current plan is to support Mad-Trax through 


exposure for the French | ear 
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and cars, and possibly upgrading the entire program 
code to allow players to benefit from all the new 
features the company is developing. For the game's 
release, there will be 20 tracks and 8 cars, but 
Frederic Gaulbaire of Rayland says that they have 
developed a suite of tools that will allow them to 
create 2 new tracks every day. Each car will have 
unique characteristics and abilities, so you'll be 
able to find the kind of car that best suits 
your type of driving. Tracks promise to 
be varied, with differences in 
driving surfaces and design that 
will be fully tweakable. Fred 
also says that Rayland are 
g developing _ multiplayer 
tracks that will play much 
like a well-known console 
kart game, with bonuses 
and goodies to shoot at the 
other racers. Rayland is 
definitely a company to 
watch. 
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y now, you're probably thinking, “fl see that eau 
pudgy cherub one more time, I'm going to ki 
someone.” Messiah has had no problems getting 
write-ups galore in magazines and web sites, despite the 
lack of playable software. Bob, the chubby angel in 
question, has been spotted in more places than Elvis. 
Shiny has been very vocal in the detailing of their 
technical achievements, but they're still holding the 
actual game very close to the vest. One of the details 
that tends to be overlooked in most of the Messiah 
lovefests that have been printed is the fact that the 
game will support native 3Dfx acceleration. The 
scalable engine running the game takes advantage of 
all the processing your system can spare. The more 
extra power your computer can spit out, the better 
the game will look. This is possible through Shiny’s 
Real-Time Tessellation and Deformation techniques, 
whereby the computer continues to add as many 
polygons on screen as the system will handle 
without bogging down, scaling models from 80 to 
8000 polygons (according to Shiny’s press release, 
anyway). Messiah looks good — damn good — 
running in software alone. Add your trusty 
3Dfx board into the mix and it looks 
even better. More power equals 
more polys, and Voodoo (and 
Voodoo 2) has power to spare. 
Real-time Deformation lets 
Shiny create incredibly life- 
like characters with real bone 
and muscle structures with a 
textured skin stretched over 
the framework. 
It's the end of the world as we 
know it, but due to some 
administrative snafus (damn 
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those frequent flyer restrictions), it's come a little bit early. 
Two years early, evidently, catching the Heavenly Host 
off guard. Hmm, Satan cheated, big surprise. So, here 
comes Armageddon with the proverbial Four Horsemen 
and such-like, and the Good Guys have been caught 
with their pants down — or tunics or diapers as the case 
may be. As a result, the only angel available to fend off 
the oncoming apocalypse is little Bob, 
a third-string angel bucking for 
a promotion. 
The twist in Messiah is his 
ability to “possess” other 
characters within the game. 
Instead of playing through 
the entire game as the fat 
baby, you're able to use his 
powers to take control of any 
of the 20 different denizens in 
the six huge levels that make up 
Messiah’s world. As Bob, you're 
_ equipped with stubby wings that let you 
glide with the grace of a wounded duck and 
the God-given (literally) ability to possess anyone 


you come across. Once you've grab : 
bod, you have cma grabbed ahold of their 


control for a limited 
amount of time, gaining 
access to that character's 
abilities and weapons. 

The RT-DAT engine has 
been much hyped by 
Shiny; the folks there are 
convinced that they're on - 


to something big and have , ; 
already filed a number of 
Patents i 
on their software techniques, creating a bit of 
fir game long before it's even been 








because of the huge amount 0 
With 500,000 triangles 
software is pushing the Voo 









emember back in the old days (two, maybe three years 


R= when you picked up a new game box in the store 


and flipped it over, all the screen shots were from the 


FMV renders? That's ‘cause the sneaky people at the 


publishing companies knew that the rendered scenes looked 
way better than the actual game ever could. We know lots 
of gamers who were fooled into picking up a total turkey by 
cool looking shots alone. With the advent of 3D 
acceleration, there’s no longer a need to fool consumers 
with pre-rendered grabs from an SGI workstation since the 
in-game graphics have as much sizzle as the more 
expensive rendered stuff. 

The point to all this is that the first time you take a look at 
the screen shots from Shot, you're going to think, “There’s 
no way that this is the actual game. These have got to be 
grabs from a movie.” Voodoo is committed to bringing 

you the real deal, fellow gamer, and we'd never even 
think of doing that to you. Shot really does look this 
amazing. 
Shot has been issued from the wilds of Northern Europe 
— Finland, to be more exact (you know, the 
country that actually won a medal for 
Men’s Olympic Hockey, unlike 
USA or Canada). Housemarque 
is the company responsible, a 
large development house that 
we'll hopefully be hearing 
more from in the future. 
Right now, there’s not a whole 
lot to Shot. It serves more as a 
demo of what Housemarque can 
do graphically rather than as pure 
game design. And as a pure eye-feast, 
it's stunning. The two level demo at this 
point is a rail-shooter, so you're pulled 
_through an unbelievably beautiful 3D 
environment while hordes of enemies buzz away at 
you. Your aiming reticle is controlled by mouse 
movements, allowing you 
to turn, look and fire in 
360 degrees. The right 
mouse button acts as a 
zoom so you can dial in 
"| on those long range 
targets and appreciate the 
complexity of the models 
up close and personal. 
As previously noted, the 
zs underlying engine is quite 
a marvel. Shot will run on a Voodoo Graphics card, but 
nowhere near as nicely as it does ona Voodoo 2 card, simply 
1 f processing this game sucks up. 
being drawn on screen at all times, the 
doo 2 card hard. The level of detail is 
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so high that you'll be convinced the environment is a 2D 
image. Butitisn’t, both Atlantis and Desert are true real time 
3D worlds, not static backgrounds. For the first time, you 
travel through a world that is of the same visual quality as a 
pre-rendered FMV clip. Voodoo 2 support is addressed 
through the use of the chipset's second Texture Memory 
Unit, which speeds up the game's load time considerably. 
There's a ton of filtering, fog and environment mapping 
being utilized, which, in the Atlantis stage, makes 
you feel almost as if you were submerged 
underwater. 
With a look this clean and movement 
this smooth, Shot is an example of 
the direction that future 3D 
Ty games need to take. House- 
marque has some impressive 
code built up already; if the 
gameplay can match the 
caliber of the visuals, Shot 
should make Voodoo 2 owners 
quite happy later this year. 
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dmittedly, the Voodoo editorial staff has been 
A than a little skeptical of Unreal for the past 
year or so. Generally, games that quickly 
generate a huge amount of hype then disappear into 
the dark depths of development delay tend to flat-out 
suck by the time they're released. GT Interactive was 
very enthusiastic about Unreal well over a year ago, 
but then became more and more quiet about the 
product as the days rolled by. In late January, GT 
blew through town along with Mark Rein, the very, 
uh, enthusiastic producer, head cheerleader and VP 
of Epic Megagames, to provide us with a very 
surprising demo of the game. 
Following the lead of recent first-person shooters, 
Unreal is primarily focused on storyline, providing 
a dynamic and engrossing adventure that goes 
beyond the stereotypical “grab gun and kill like 
maniac” game design. You assume the role of a 


warm place in our hearts. While two player Melee 
was the only reason to play the first StarCon, the 
second swept players into its universe through a 
combination of amazing gameplay and compelling story- 
telling. StarCon 3, on the other hand, ended up being a 
disappointment in many regards considering the length 
of time taken to produce the title (we still shudder at the 
thought of talking alien puppet heads). So, when 
Accolade invited us into their offices to check out some 
of their upcoming titles, it was only natural that we 
were most interested in speaking with George 
MacDonald, the producer of StarCon 4. 
MacDonald and the StarCon 4 development team are 5 5 Ton 
well aware of the scrutiny that this title will come €XCept for the occasional collions with meteors and 
under. StarCon 3 was eagerly awaited and then _ Planets. StarCon 4 takes the series into the 3D arena with 
thoroughly blasted by press and public alike for its 2'™Ore Wing Commander-ish playing style. Multiplayer 
over ambitious enhancements and bug-riddencode (of course) abig part of the game, but this time you're 
(Chris was deep into 3 when | hit a fatal bug that able to fly with buddies as well as against them. 
prompted him to erase the entire game from his Wacky alien ships are still very much the key to Melee human convict, whose deep space prison ship 
system in disgust). The team is spending a great deal Combat and MacDonald has pledged to continue the crashes on the surface of an alien world called 
of time researching the history of the universe smart play balance between the Gryphon, killing everyone on board 
and developing a consistent and engaging various craft. Currently, Mac- except for you, you lucky duck. 
plot in order to complement the titles Donald is evaluating which of You now have to explore this 
that have come before. the 36 races will join the new world, hoping to find some 


1c: first two Star Control games have earned a special 



























































Above and beyond drama, the aliens in this outing. way off world so you can 
primary focus of StarCon 4’s At this point in time, little of get home. The really bad 
design is ship-to-ship warfare the story has been revealed. news is that the majority of 
—Accolade’s describing this Instead of the good vs. evil the locals are something 


asa “deeds not words” game. 
In the past, combat was 
handled in a one-on-one 
fashion from a top down 
perspective. There wasn’t any 


campaign, this time out there less than friendly, and 
are three different alliances would rather chew off your 
: Hausa elbows in the universe. eee stow 2 teaand : 
ere are the Zealots, wh NSE te Ss Gl (ele ©) 
ere consider themselves to be the friendly folk called the Nali that 
real sense of being in the depths Saas inheiritors of the P have been enslaved by the Skaarj, 
of space in this 2D style of pl iNewaie Dinmitoe ee a he requisite vicious and evil bastard 
tyleo play, ; pute Dominion and The New Crux, ; e requisite ae Site astards 
E cae io SE Be Edicated to stomping out the other two groups. rom outer space, that wi hee you ut or 
0, itseems as though the action segment of StarCon 4 occasion by leading you to hidden stashes of loo 
ee more than and secret areas that you mie ioe poe find. 
ably handled. When » We really liked the way 
quizzed about the ex- the game engine is 
ploration portion of the [iN ? used to tell the story, 
game, however, Mac- rather than relying on 




























Donald sidestepped like a : intrusive pre-en der ‘ 
is pttheeniy ape HK up the flow. Ri ht from 
the gmk - Bone hee the Beginnings of the 
ther than adeerhene cz , >] game, you are shown 
nutes ious "eer - that Unreal is not going 
this tacet of the StarCon Yor eae or ieee 
through Candyland, as you listen to the sounds of your 

fellow shipmates being gutted by a Skaarj warrior. At 

one point, Chris was walking down a hallway, when 
huge blocks suddeny dropped from the ceiling, cutting 
off his exits as the lights were simultaneously killed. The 
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sensory overload this produced made him jump out of 
his seat and almost drop the mouse, much to the 


delight of everyone in the room. 
Unreal is positively breathtaking, with beautiful and 
richly detailed environments. You become immersed 
in the world quickly and are constantly impressed by 
the neat tricks that they’re able to pull off with the 
engine running the game. Epic has pulled out all 
the stops, throwing in a huge laundry list of 
3D effects to flesh out their engine 
(which they're already selling to 
anyone with cash in hand). 
Lighting effects are the most 
noticeable, from the flare of 
arc lights above you to the 
glow of boiling lava to the 
amazing liquid ripple 
produced by each body of 
water. We anxiously await a 
more playable version of the 
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TE3 last year, while most folks were talking about 
Ax blockbuster games like Quake 2 and Tomb 
Raider 2, a few of us were quietly blown away by 
a non-interactive rolling demo of Incoming from UK 
developers Rage Software. At that point in time, the 
game wasn’t even playable, but ran through a four 
minute loop of gameplay. What amazed us was Rage’s 
incredible lighting effects. Colored lighting galore, 
dynamic lighting effects on all the textures, brilliant 
explosions, they were all in this tiny demo and utterly 
floored us. Despite the fact that you couldn’t even 
play the game, Incoming got our vote for Game of 
the Show. For those of you who have been waiting 
on pins and needles for the past year there’s finally 
light at the end of the tunnel! Rage has been 
working full-out on Incoming, with each successive 
rev of the game looking more and more 
astounding. A world-wide release has now been 
promised in April. 
Obviously, our UK chums are fans of American big 
budget-breaker movies like Independence Day 
and Aliens. Incoming’s stage is set when bad 
critters from Outer Space set their sights 
upon our fair globe, deciding that Earth 
would be a much nicer vacation 
spot without all the pesky 
humans using it as a giant f 





























an easy one. 
Gameplay is a thumb-twitcher’s dream. Your mission is 
to blow up everything in sight with a wide variety of 
weapons and vehicles. During the course of the game 
you'll be able to pilot jets, helicopters, tanks, ships, 
spacecraft and flying saucers. Some levels will even 
place you at the controls of a stationary ground turret, 
blasting away at hordes of alien 
invaders that swoop out of the 
a skies. Don't expect serious 
semi flight models and sim- 
ulations, this is pure arcade 



















radioactive compost heap. 
Even though you can’t really 
fault the sentiment, it’s still 
your job to defend our 
homeworld from the hordes 
of invading alien scum. The 
action stretches across 65 
different levels, so you know © 
that your fight is not going to be 
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- * gameplay, fast and furious, 
but easy enough for people 
to jump right into without 
having to wade through a 

200 page instruction manual. 

As you can see from the screen 

shots, Incoming is reaching deep 

_Into Voodoo's bottomless bag of 

tricks. Dynamic lighting, fog, flat plane 
animated skies, lens flares, shockwaves 
real-time shadows and animated models are all 


part of the mix. Light changes d i 
: ramat 
level to the next, as you : eee 


move from day to night, _. 
mountain ranges to 

deserts, valleys to j 

oceans. This is eye-candy } 
at it's finest, a game to i 
have to really show off a : 
your 3Dfx card. iad 

Incoming Supports just | 

about every kind of | 
wacky new technology Ve 
available on the PC se 
support, 3D sound. 

included for aah eae 


two-player action ona sin 
Expect a full review of Inc 


MAGE Notre - bo 


Oming in Issue Two of Voodoo. 


iY a a 


—3D ee etatol, force feedback, AGP 
modem and LAN support is 
player blasting, even split-screen ode for 


gle computer. This game has it all! 
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Emergent Software’s Powerslide are still 
developing, there is an interesting back-story 








hile the exact specs and gameplay elements of 


behind the developers and how the game was conceived 
and brought to the public’s attention. One afternoon, 
Emergent called 3Dfx’s Developer Relations Group to 
introduce themselves, saying that they were working in 
a racing game for high-end SGI workstation and that 
they'd be interested in attempting to port it for the 3Dfx 
chipset since so many of the features were similar 
between the two systems. Brian Bruning, Developer 
Relations Manager, said, “Sure,” and sent them out two 
developer boards. Just a few weeks later, Brian 
received a package in the mail: an early build of 
Powerslide. The results were a combination of jaw- 
dropping graphics, screaming frame-rates and a 
game that, when all is said and done, could rival 
anything seen in today’s arcades. Powerslide 
decidedly shows how the power and_ user- 
friendliness of the 3Dfx chipset can help small 
development teams to crank out some 
stunning visuals. 3Dfx helped 
Emergent get Powerslide seen 
by several gaming magazines 
and on-line sites, then 
prominently displayed the 
game at their booth during 
E3. Since that time, Emergent 
has been flooded with offers 
from various software pub- 
lishers, eventually settling on 


F : anche a an 
GT Interactive to publish their SRA AOS 


game. | 
Since Powerslide was debuted at £3, 

Emergent has gone back and put a lot 

more work into the graphics engine and 
gameplay elements. The physics model has seen the 


most reworking, having been tweaked and re- 
tweaked. The cars now 


1 aancee 
| careen, roll, get major air 
i 





and have to be rocked 
back and forth in order to 
get them back on their 
wheels. There are mul- 
tiple camera angles to 
view the action and two 
new cars from which to 
choose. Originally, all of 
the cars looked like 


i in a Mad Max movie, but 
something you would see In a pt 
Emergent ie gone back in and added mor one 

will han 
i such as a VW Bug. Each car 
reeinae ding on their strengths and weaknesses. 
sion of particle effects, which simulate 





here is also the inclu 
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dust, sand and mud being thrown up by the tires. 
These environmental “hazards” will also effect the 
handling of your car, such as bogging down when going 
through mud or sliding around wildly on sand or sludge 
— the basis of the game and the reason it's called 
“Powerslide.” Emergent is designing the environments of 
the tracks to effect the handling of your car in different 
ways. You should be able to tell when you're racing 
through gravel, over sand, or through mud just 
by the way your car's responsiveness 
changes. 
This is one title we're looking 
forward to getting some “hands- 
on” time with (at this point it’s 
only in a rolling demo form). 
Hopefully, we'll be back in 
the next issue with a 
comprehensive review of the 
product. Powerslide is ten- 
tatively slated for a Fall 
release. 


a eel 





53 - PREVIEW 


blown M1A2 Abrams tank simulator, it’s going 
to be Zombie VR Studios. Zombie was 
founded by escapees from the military 
simulations world, where they had previously 
been designing big, expensive video games for 
the government to play with. In 1993, the 
founders saw where the real money was at 
and decided to utilize their VR know-how to 
create games (see the review of Special Ops, 
another Zombie title, later this issue). The 
design team working on Spearhead have 
over 50 years of military experience between 
them, having worked for the Marines, Army, 
SIMINET and General Dynamics. 
Spearhead is aiming for the fine line 
between hardcore sim and arcade action, 
combining the realism of the first with the 
playability of the second. 
Spearhead, co-developed with MAK 
Technologies in Boston, is going to be 
almost too much like the real thing; 


| f anyone's going to be qualified to create a full- 
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commander's cupola. From the driver's 
compartment, you steer the tank, monitor 
vehicle damage and disable the speed 
governor. As a gunner, you fire the 120MM 
main gun and the 7.62mm machine guns. The 
thermal viewer lets you engage targets 
independent of the gunner’s view, so you can 
order the gunner to take out 


selected targets while 

hunting for new ones. 

‘ Finally, as the tank 

he commander, _ bravely 

i stick your head out of 

“ the Cupola to work the 

50 cal. machine gun 

and issue orders to the 

rest of the tank crew. You 

can also play from a chase 

cam, which follows the tank 

from the rear, or a godlike 

perspective, which looks down 

on the entire battle field, giving you 

a broader perspective of the combat area. 

If and when you tire of the missions provided 
by the designers, you 
can pick up the 
Spearhead Mission 
Pack and use the 
handy-dandy mission 
editor and create your 

own heavy metal | 
action (the pack will 
also include new 
missions and let you 
drive an armored per- ‘ 


nave Carrier). Spearhead was also designed from 
ue Bene up to bea multiplayer game, with the 
andard modem-to-modem, LAN, null connection 


and on-line gamepl| i 
play that will ue 
players through the free aos cae . 


photo-realistic textures, audio 
captured live during actual tank 
fire drills taken directly from. ds 
the military's own audio ie 
training sources, terrain- 

based satellite images, __ 

real-world physics and | 

true US Army and Soviet 

tank combat tactics, 

You control your tank 

from four different 

viewpoints: the driver’s 

compartment, gunner’s 
view, thermal viewer, or 


= 
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putting you behind the wheel of some of the 
fastest cars on the planet in Formula 1: 
Championship Edition. This is the follow up to the 
first game that required you to have a 3D 
accelerator card. Psygnosis took a huge gamble in 
releasing the first game when they did last year 
while the 3D accelerator market was still 
unproven. The original F1 helped push the 
envelope of 3D gaming and showed the 
ublishers that there really was a serious 
demand for 3D games. 
F1:CE features all 1997 F1 stats, with all 21 
drivers and 11 teams included for season play. 
Not only has Bizarre included 2 new tracks, but 
they've also faithfully upgraded the tracks from 
the previous game with any remodeling that 
might have taken place on the actual physical 
courses. There are now a total of 18 real F1 
circuits and 3 "fantasy" courses. 
The new high resolution graphics offer 
spectacular crashes (spinning 
off the road and into the 
air), realistic weather ef- 
fects (such as the gradual 
build-up of rain) and will 
more accurately portray 
the damage that your car 
takes when you drive it 
into another racer's rear 
bumper at a hundred miles 
an hour. Each car now has 
twice the number of polygons 
per model than its predecessor for 
a cleaner, genuine look and feel. 
The Grand Prix and Arcade modes are 
now completely stand alone, so you can 
decide whether you wantto go fora full season 
of realistic simulation 
leit if with substantially en- 
hanced options and 
B variables (for those 
“= who like to kick the 
= | tires and change the 
SS oil themselves); or 
quicker arcade-style 
“action for "pick up 
and play" power slide 
enthusiasts. With the 


Posts and Bizarre Creations are once again 


a Official Timing 


option to play F1:CE in these two different ue it's 
almost like getting two games for the price © one. 
The physics model has been improved, so cars are 
now more realistic in the way that they handle, brake 
and accelerate, making it difficult to master each Cal. 


2 


RE LIZULUE CHEATS BATES LUI: 


In the previous game, the Al cars were fairly 
generic, with basic "personalities" that did little 
more than match the car's performance and 
general driver skills. Now each driver has been 
tuned for aggressiveness, fallibility, braking, 
overtaking, wet weather driving and a number of 
other categories, so each car is much more 
individual. There's also an improved system of 
judging, so you can get red-flagged for 
being a big cheater and bumping the 
other cars off the track. 
Multiplayer support has now 
been added, which will allow 
up to 8 players to race 
across the internet, while 
potentially as many as 22 
speed demons will be 
able to compete across a 
fast LAN (but don't let the 
boss catch you or you're 
all fired). 
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Masters Classic series of fishing games with 
the new title, BASS Masters Classic: 
Tournament Edition (hereby known as “BASS 
TE”). Yes, BASS TE brings America’s favorite 
outdoor pastime (apparently more than 50 
million of you enjoy fishing on an annual basis) 
into the tournament mode to make it the most 
realistic fishing experience you could have — 
inside your own home, that is. BASS TE is based 
on one of the most notorious fishing events in 
the world, where you and your friends (two 
player modem; up to eight players via 
network, Win 95 IPX or TCP/IP connections) 
can go head-to-head against real-life 
tournament pros (Billy Ray something and 
Jimmy Dean something, we’re sure). Some of 
the cool features included in BASSTE are the 
highly detailed 3D lakes (four actual US 
lakes to choose from), the ability to get tips 
and comments, regarding casting techniques 
and lure selections, from three bass fishing 
“legends” like Roland Martin (he of 
the Fishing with Roland Martin TV 
show) and Ray Scott (but you 
can call him Ray). The tips 
come in the form of live 
action video footage, and 
are pretty darn useful. 
Some of the other 
features include mult- 
iple difficulty settings, a 
practice lake, and an 
arcade version that lets 
you get right into the game i= 
and land the big ones 


T we is broadening their popular BASS 


Johnson & Evinrude Motors, a 
that can be found in 


without having to sweat the details. 
Although we may have certain reservations about 
games in the newly created fishing/hunting 
category, there’s no mistaking the success that 
these types of games have had over the past 
couple of years, going back to titles (from THQ 
and others) for Nintendo’s Super NES and, 
heck, even back to the Atari 
2600. And, if history isn’t a 
| good enough indicator for 
you, how about the latest 
sales figures that show 
GT Interactive’s game 
“Deer Hunter” as the 
top selling software title 
2} this past holiday season? 
Pretty incredible, for sure, 
and that same kind of 
success is what THQ hopes 
for BASS TE. And who are we to 
doubt the possibility, what with all 
the nifty real-life features and official 
name-brand equipment (Chevy Trucks, 
nd many more) 


the game. Heck, THQ ee aaa 


even made reelin’ in 


eas 
Laas 


the fish compatible 
with the force feed- 
back controllers that 
are available. Of 
course, how all of this 
gets combined with 
3Dfx support is still to = 


be seen, as our early a Z 
preview copy doesn’t reall 
gales But, by the time 
shelves, we should have a fi 
BASSTE, and then we'll rea 
paradise. 
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y show off any enhanced 
Our next issue hits the store 


nished, reviewable copy of 
lly get into this latest anglers 


ex: Enter the Gecko, arguably the 
PlayStation’s best game, will soon be making 
its way to Voodoo. This go-anywhere, 
action/platform game is suitable for the entire family, 
with strong long-term play value and a great sense 
of humor. 
Developed and published by Menlo Park, 
California based Crystal Dynamics, and 
distributed by Midway Home Entertainment, Gex: 
ETG is currently scheduled for a summer release. 
The game casts the player in the role of Gex, aTV 
loving, latch-key Gecko that is the product of the 
suburban ‘70's — an era that found our hero 
watching a little too much tube... to the point 
where he actually believes that Colonel Hogan 
is his father and Buffy, his sister. His arch 
nemesis, Rez, wants to destroy all broadcast TV 
and the government must enlist Gex’s help in 
trying to foil the nefarious do-badder's evil plot. 
Gex, after receiving a huge signing bonus from 
the G-men, then enters the Media 
Dimension and begins doing 
battle with Rez’s goons — 
through 30 different levels 
of action, leading to the 
final encounter with Rez 
himself. 
The levels are graphically 
brilliant and depict some 
of the many pop-culture 
influences that have slanted 
Gex’s perspective; including 
levels that draw inspirations 
from everything from your classic 
‘B’ horror flick, to Warner Brothers 
style cartoon worlds, to futuristic sci-fi 
and Bond, James Bond, environments. If you've 
seen it on TV, or in the theater, it’s probably 
— ______ lampooned in Gex’s 
5 world. 
Gex: ETG’s gameplay 
also offers much 
variety. Gex can run, 
jump, duck, tail 
bounce, tail whip, use 
his tongue like 
Batman uses his Bat 
Rope, do a flying 
karate kick and much 


more. In addition, Crystal Dynamics has employed 
HBO comedian, and “Working” regular, Dana 
Gould (You've probably seen the ad’s on NBC — he’s 
the guy that tries to copy his face) to actas Gex’s voice 
and he is hilarious. Gex’s character delivers over 300 





rt 
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one-liners that are situation and location based. One 
small example? How about, in the middle of one of 
the horror film levels, in a deserted, haunted 
mansion... “Ax in the chest for Scatman Crothers”... 
classic! 
Technologically, Gex: Enter the Gecko should 
prove to be one of the best examples of Voodoo 
and Voodoo 2 technology. The game will run 
under Glide, will support higher 
resolutions and should zip around at 
a brisk frame rate. 
We hope to have a first playable 
of the PC game for our June 
issue. We have played the 
memes] PlayStation version from 
beginning to end and 
consider it to be one of 
the best action/platform 
gaming experiences to be 
had. Keep an eye out for it 
this summer. 
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(and they certainly hope so) is set to 
come out this spring, in the way of 
Deathtrap Dungeon. Based on the series 
of books from lan Livingstone (you know, 
the whole Fighting Fantasy series of sixty 
books), Deathtrap Dungeon will be 
bringing gamers into a wholly 3D world 
of ten levels with another ten sub-levels. 
You can choose from either a dude 
(Chaindog) or a dudette (Red Lotus), 
each with their own unique fighting 
skills. Chaindog has a bit of an edge to 
him, due to being raised in a slave pit 
in the barbarian north. He's pretty 
much bent on wiping out anybody 
standing in his way, which you might 
call a positive personality trait — at 
least in this kill-or-be-killed enviro- 
nment. Red Lotus is a serious chick 
that was captured by pesky pirates 
who taught her how to manipulate 
and dismember those that tried 
to get in her way. Gameplay- 
wise, Deathtrap Dungeon 
moves away from the 
RPG element of the 
books, and focuses 
more on _ slicing, 
dicing and adven- 
ture, although there 
are plenty of brain- 
bending puzzles to 
keep your mind 
functioning. 
Of course, in order to 


Te SECOND big thing from Eidos 
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slice appropriately, you'll need to equip 
yourself with either sword or axe. Unlike 
the books, “creative license” has brought 
to life such wonderful weapons as the 
magical flame gun, the rapid rocket 
launcher, and a singularly disturbing 
“exploding pig” weapon. Uh, you read 
correctly. You pick up the 
pig and fling it at a bad 
guy, then it hones in 
(squealing the whole 
time) and explodes in 
his face, killing the 
bad guy, and, unfor- 
tunately, the little 
swine. 
Deathtrap Dungeon 
also features over fifty 
different characters, so 
you won't be seeing the 
same Blue Imp level after 
level. And that isn’t all, as each 
of the bad guys does their own evil 
nastiness to you. For instance, the 
aforementioned 
Blue Imps try to 
stab you in the foot 
with their knifes 
and forks (appar- 
ently they’re look- 
ing for a little toe 
sandwich), and the [ 
flying turtles can be |. 
caught for a nice | 
es around the | 
ungeon (it is, after all, the only way to fly). |_| 
eeatap Dungeon eter eet vork and | 
m play, and should be available just Me 






time to be revie : : 
wed sue 
Voodoo. in the next is 








dynamic and uneven terrain, an feet 
(it's 3D fx, what’d you expect?); two types of gameplay 


Quest Mode, where you adven 













and, if they stick to their schedule, should be out early 
this summer. If you're not familiar with this title, it 
could be categorized as an intense 3D 
combat/adventure game — think Conan the Barbarian 
meets Tomb Raider and you'll get the idea. 
So, what is going to make Die by the Sword so 
special? Well, you'll have to wait for the review to 
actually see if it really is, but in the meantime, we'll 
give you the reasons why Interplay feels like it will 
be. First off, the programmers have developed a new 
patent-pending technology by the name of VSIM 
(don’t ask us what this actually stands for, we 
weren't told). VSIM is a true physics engine that 
simulates lifelike character motion in a free-form 
style. Traditionally, most fighting games on the 
market have used digitized animations or motion- 
captures thrown together for the characters’ moves 
and actions. Die by the Sword’s developers feel 
this limits the number of positions and actual 
moves available, whereas VSIM Motion 
Control allows the player to 
realistically move his/her te 
character in alifelike manner FR Va 
that is only limited to the Sse! Gu 
physics of what a human 
body can really do. The 
player will have full, 
independent control over 
the basic degrees of motion 
of the arms and body of the 
character, allowing moves to be 
constructed on the fly. In theory, 
this will give the player total control 
of his character at any given time, not 
just when the game will let you. In addition, 
Die by the Sword will feature true physical 
collisions and reactions; plenty of gooey gore 
= ae, (dismemberments, 
#41 severed limbs, flying 
g body parts, buckets of 
blood, etc...); free form 
manipulation of world 
geometry, (or in non- 
PR-speak, interactive 
4) environments) such as 
+ floating rafts, collapsing 
floors, swinging rope 
. traps, projectile wea- 
pons and the like; a fast 3D polygon engine with 


volumetric lighting effects, full texture mapping, 
Secu d 3D polygon characters 


| nterplay’s Die by the Sword is nearing completion 


ture through a series 0 


i / 
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seven distinct environments filled with resourceful 
enemies that will lure you into traps, run away when 
hurt, learn from your attacks, and hide in unsuspecting 
places, plus plenty of clever brain-teasing puzzles and 
non-linear adventuring — and Arena Combat Mode, 
where you and up to three other computer controlled 
characters or three of your closest friends (via net 
play) can enter a choice of death-match-style 
arenas and fight it out to the death. In this 
mode, players can use the environments 
to their advantage, such as climbing 
onto bridges to get a high position 
on your enemy or knocking 
them into scorching hot lava 
and watching them burn to 
death. You can also edit and 
save your Own moves via a 
handy move editor. Inter- 
play’s Die by the Sword is 
swiftly nearing completion 
and we'll let you know the 
final results in our TEM GOTE: 
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console (we know, why would you need that 
when you have a graphically harnessed, 
souped up PC?), then you might have played 
Adrenaline Software’s unique and enchanting 
Ten Pin Alley, an arcadey bowling game that 
perfectly captured the sport by not taking itself 
too seriously. THQ has contracted the makers 
of that game to create a new, more true-to-life 
bowling simulation for the PC by the name of 
Brunswick Circuit Pro Bowling. 
In the game, you'll be able to choose from a 
group of 11 real-life Brunswick Pros (each 
with their own signature characteristics, 
styles and techniques ) and then hit the lanes 
in a true 3D simulation — utilizing one of 
the most advanced physics engines to date. 
Based on actual Brunswick tournaments, 
BCPB includes authentic tournament rules, 
structures, equipment (down to those 
lovely green, beige and red suede bowling 
shoes), lane conditions and arenas. In 
addition, would-be pro bowlers will 
have the opportunity to play four 
different modes; Tournament 
— where you compete for 
the big cash against your 
peers, Career — create 
your own bowler or play 
as one of the pros and 
chart your career path 
through a series of 
ea elas Practice te 
— for those who could s2>-**** 
do without the pressure of fs _ oe 
big-money competition, 


| f you're a proud owner of a Sony PlayStation 


IBLISWER: 
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you Can set up and try to knock down those 
near-impossible spares, and Open Play — it’s 
just you and the pins trying for that perfect 
game of 300. 
Why bowling? Fact: 6.1 million people are 
members of sanctioned bowling leagues (2.7 
million men, 2.5 million women, 9 million 
kids) and bowling is one of the 
country’s most popular 
sports, with over 50 
=| million Americans (9 out 
™ of every 10) bowling at 
least once a year. Heck, 
if Deer Hunting can be 
the number one selling 
| PC game, then why not 
bowling? While — this 
sounds real serious and 
simulation-like, we are 
talking bowling, you know. 
Adrenaline is making sure that 
Brunswick Pro will capture the 
humor and originality that made Ten Pin 


Alley so endearing. There will be multiple 


hat’s three years old and still worth more money 
than you ever will be? The answer is the Quake 
engine, which has now morphed into Quake 2. 
id Software intends to get the most out of the code that 
they've sweated so much blood into and have put it out 
on the sales floor so all perspective developers can kick 
the tires for a while before plunking down their cash. 
There are a few titles in development based on this 
engine — SiN, Duke Nukem Forever, Hexen 2 — but 
one of the most interesting looking titles has gone so 
far past the original Quake code that they might have 
well created their own game engine. 
Half Life is currently under the gun at Valve Studios 
in the Pacific Northwest (Kirkland, Washington 
specifically), where coding is happening ata fierce 
pace, as the Valve boys race to complete their baby. 
Valve has added much to the original Quake 
technology, including 16-bit color, colored lighting 
and all new artificial intelligence and skeletal 
animation engines. 
The new direction with first-person shooters 
has been towards deeper, more 
engrossing storylines _ to 
complement the action. In 
Half Life, you assumes the 
role of a scientist working 
within a top-secret lab- 
oratory in a decommis- 
sioned missile base who 
accidentally opens a portal to 
another world. Not only do 
you have to worry about hordes 
of ugly beasties that view you as 
nothing more than a snausage on legs, 


but you've got to watch out for your own i 


former military pals who've decided that 
you're a potential problem. Your quest will take you 
from Earth to the alien world, as you simultaneously 
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these suckers in action, Valve's work is obvious. The 
monsters are very detailed and move in a smooth 
fashion, stalking you through the rooms and hallways. 
In one game, a player ran into a room full of soldiers and 
attempted to hide by cowering beneath a raised 
structure. The soldiers fired a few rounds, then one of 
them pulled out a grenade, bent over and rolled it right 
into the player's lap. This is not the sort of behavior 
you're used to seeing in a game. 
Since it’s based on the Quake technology, 
Half Life will work with your brand 
new Voodoo 2 card, taking specific 
advantage of the new chipset’s 
second Texture Memory Unit 


meaning the performance is 

much smoother over a wider 

range of scenes. According 

to Valve, they’ve seen as 

much as a 100% boost in 

frame rate, as compared to 
Voodoo Graphics. 


cesT 7 for faster texture swapping, 
: = a | 


ae 


camera angles S 
ing intelli ont Bie ‘ane pa attempt to shut down 
reactions e a eae rE Se As : the aliens’ scheme and 
ilarious | : ae iends with your 
hilarious bowler ani- make friends ae 
mations and, of government. Luckily es 
; ts 0 
course : you, there are lo 
bowlin pee kick-ass experimental 
Owling option for 
weapons strewn about 


lights-out, musi 
My, SIC On, | ’ i st- 
glow-in-the-dark % for handy critter toa 


action. Brunswick Pro 
will also incorporate 
multi-player action, 

Competing simultaneo 
Or casual play. Curr 
Bowling is scheduled 


ing. 
omen in Half Life are 
supposedly smarter than 

the average bear, able to assess threat potentials (fight or 

flight), moving in packs and smart hunting. Watch your 
back or you're liable to get greased by soldiers, bullsquids, 
tentacles, hound eyes, big mommas or any of the other 
Weirder denizens of the Half Life world. After seeing some of 


with up to 32 players 

usly for exciting tournament 
ently, Brunswick Circuit Pro 
for an August release date. 
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knocking over a pile of the latest Command and 
Conquer real-time strategy clones. Just about every 
publisher, large or small, was letting you play armchair 
general in some post-apocalyptic world of war. Hordes of 
these games have poured into the marketplace, 
completely swamping the market, threatening to make 
you never want to play another strategy game again. 
Amidst all this hubbub last year, Blue Byte Software 
quietly released Incubation: Time is Running Out. 
Opting to pass on the real-time wackiness, Incubation 
was (gasp!) turn- based strategy instead, the kind that 
most PC gamers are more than familiar with from back 
in the old pre-Warcraft days. 
Incubation was similar in play to games like X-Com 
and Jagged Alliance, but much less complicated and 
a whole lot more fun to play and went on to win 
accolades from the press in much the same way 
those earlier titles had. As in other games in the 
genre, Incubation allowed you to create and deploy 
units of heavily-armed troopers, selecting from a 
wide range of weaponry, armor and equipment. 
There was an excellent system of checks and 
balances built into outfitting each unit. 
Cheaper weapons were lighter, but 
did less damage; heavy armor 
protected your troops from 
tougher assaults, but slowed 
them down. The missions (sim 
were well-designed for the 
single-player and multiplayer 
action was just as much fun. 
What really set Incubation 
apart from the rest of the turn- 
based crowd is the usage of the E 
sweet Extreme Assault engine, 


[ i: you can't sneeze in a software store without 


you may have figured from the ti 
you're fighting through 
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which features full 3Dfx support. This engine allowed for 
sweeping, dynamic camera movement during actions, as 
well as the ability to view the action from any 
conceivable angle, including the eyes of each marine or 
alien menace. 
Incubation is set within Blue Byte's Battle Isle universe, 
on a planet called Scayra, where a group of human 
colonists has accidentally introduced 
a virus to the indigenous 
lifeforms, causing them to 
| mutate into flesh-snacking 
creepies. Your job is to 
command squadrons of ever- 
vigilant space marines, 
making sure that the colonists 
get off-planet before be- 
coming appetizers at an 
extraterrestrial dinner party. 
Blue Byte is currently readying a 
new mission CD to complement the 
original game. Incubation: The 
Wilderness Missions takes you back to 
Scayra to blow up more of the aliens. This time, as 
tle of the mission pack, 


jungle levels, encount- 
ering a host of new aliens 
and mowing them down 
with a bunch of new high # 
tech toys. The Wilderness 
Missions should be avail- 
able in April for the very 
reasonable cost of $19.99. | 
In the meantime, if you 


haven't yet picked u il 
p your 
Copy of the Origina } 
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any, many, Many moons ago, Atari put out an 
under-supported but flippin’ cool handheld 
game unit called “The Lynx” — this was in their 
re-Jaguar days, when the company still actually 
existed. The Lynx was a color screen Game Boy 
competitor which, for all intents and Purposes, was 
much better than Nintendo's everlasting pocket 
rocket. Right from the start, the Lynx was doomed for 
failure, however, as it was being marketed and 
developed by Atari, who had a real hard time 
convincing software developers to take them 
seriously. 
Before the inevitable crash and burn, Atari did 
manage to squeeze a couple nifty titles onto their 
ill-fated handheld. Arguably the best game was 
Battlewheels, a 3D driving game set in the future, 
where you got to drive around and shoot people. 
Considering it played on a screen the size of loose 
pocket change and fit onto a cartridge little bigger 
than a wrapped condom, it was a very well 
designed game, even winning an award 
for innovation at the 1993 
Consumer Electronics Show. 
Beyond Games, the Salt Lake 
City-based developer of 
Battlewheels, has evidently 
had enough time to recover 
from being too close to 
Atari’s blast radius when the 
company went critical mass. 
Now they’re back with an 
update to this little known 
(except by the nerds who work for 
video game magazines) classic, 
called Redline. 
Described as the first “gang simulator”, 
Redline is really a first person drivin’-n’-shootin’- 
n’-runnin/-n-killin’ game. Not only do you drive a 
——, heavily armed car 
42S around the various 
arenas, but you can 
also pop out if your 
vehicle is gunned 
down or if you just 
want to cause trouble 
on foot. 
There are more than 10 
unique and fully cust- 
omizable vehicles to be 


PUBLISHER: 1:0 


IIE DEOELOPER: |: w1tu Gets BaD AWINTER 


A 4 a 
gains experience from each mission, developing his 
own characteristics in order to become a better driver 
in order to ultimately become the leader of your gang. 
As you can gather from the screen shots, the arenas 
themselves are very large, with plenty of room to 
rive and run around. The arenas are filled with 
platforms of various heights, traps to smash 
unsuspecting drivers, automated gun turrets and 
lots of sniper areas for you to blast away 
from in order to even the odds in the 
man vs. machine bouts. 
This early peek at Redline 
revealed a fast 3D engine that 
should provide the heart of an 
excellent driving combat 
game. Hopefully, the level 
design and weapon sel- 
ection will be as good, 
dropping a rock solid game 
in our laps. Voodoo will 
keep you informed as Redline 
progresses in development. 


i eseoae I (which you'll ae to have t use the 
mission disk), you can find it in stores or order directly from 


Blue Byte's web ; i 
offer a package th bt at www.bluebyte.com, Blue Byte will as? 


at includes igi new 
€xpansion disk. ‘he original game as well asthe 
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chosen from, depending on which of the two ee 
you decide to join forces with. As you win arena pee 
you'll be awarded with money and status points, wi 
You can use to enhance your car, building it up into the 
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ccolade has been making Hardball games 
Acre the Commodore 64 computer first 
came out over a dozen years ago. Since 
then, the Hardball series has seen many different 
enhancements, but nothing like what Hardball 6 
has in store for baseball enthusiasts out there. For 
example, HB6 now has both a Major League 
Baseball license and the Major League Baseball 
players Association license, so now, for the first 
time, Hardball fans will get all of the real teams 
and all of the real players. To better show off the 
new game, Accolade has developed a 
proprietary engine that allows for a real-time 
3D environment. To enhance the gameplay, 
the players are motion captured, and all of the 
players will have their names, numbers, and 
team logos on their jerseys. Some of the past 
games have had a limited number of batter 
stances, but Hardball 6 comes through with 
a ton of noticeably different stances, 
including those of Griffey, McGwire, Walker, 
and many others. And to further 
compliment the new player ani- 
mations, there are some new 
high/low swing animations. On 
the defensive side of the ball, 
Accolade has taken the art 
of fielding to a new level. _ 
The fielders can now dive ; 
in eight directions (as 
well as jump), making it 
easier to get to some of 
the grounders that used 
to get past your player. 
Also, there are a number of 
different catch animations, 


Over your entire career2 Yup, 
Many Consecutive sea- 
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like basket catches, shoe string catches, and over 
the fence snags. The strategic side of the Hardball 
series has always been a major factor in the 
gameplay, and HB6 brings even more strategic 
elements into the fray. Players can now easily 
choose to put the ball in the air or on the ground, 
depending on the situation, and they can even 
pull the ball or go “with the 
pitch” to more accurately 
4 place their hits. 
oy | The Hardball series has 
“== always been one of the 
===» deepest baseball games 
_~ , available, and Hardball 6 
‘=, keeps the tradition going. 
a=) New in ‘98 is the edition 
of a 24 player “All-Time” 
team, featuring the Bambino 
himself, along with others like 
Whitey Ford, Tris Speaker, Jackie 
Robinson, and Dizzy Dean. You 
want stats? How about complete stat 
tracking in a gajillion different categories 


you can play as 


son as you like, and 
watch as players come 

up from the minors, js 
turn in to young phe- Sam 


noms, 


become per- | 


petual All-Stars, and 
then gracefully retire. , 


f course, there is a | 


draft to go along with 
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oooooyeeeeahhhhhhhh! Nothing goes 
together better than Monster Trucks and 
professional wrestling, ‘ceptin’ maybe 
lite beer and huntin’. For y’all big fans of the 
WCW (or NWO fer that matter), yer in for one 
heck of a wild ride. Remember that cruddy 
Monster Truck game ya’ll got with your first 
3Dfx card? Well, ferget it, this sucker kicks its 
tail from here to Atlanta, GA — home of Mr. 
Ted Turner's WCW, if’n ya'll didn’t already 
know that from watchin’ Monday Nitro every 
week. 
Sorry. The original MTM was, to be frank, a 
pile. Everyone who got one of those early 
Orchid Righteous 3D or Diamond Monster 
3D cards received a Microsoft games demo 
disk, and played through just about 
everything on there that had any sort of 3D, 
just to check out what their card could do. 
MTM was the only D3D game ever created 
that actually runs SLOWER with 
hardware acceleration. It was 
basically a boring racing 
game with Monster 
Trucks, and didn’t have 
any of the fun elements 
that this “sport” nor 
mally has. 
Looks like Microsoft got 
the message loud and 
clear, from what we’ve 
seen so far from MIM2, 
they’ve gone all out in 
making the sequel an all-out 
testosteronefest with stunning 
graphics. 
Bigfoot, everyone's favorite Monster Truck, 
leads a group of big-ass trucks including 
a _ Grave Digger (a big 
J ole’ hearse), the 
* Carolina Crusher, 
| the Firestone Wild- 
erness and the Hol- 
lywood Hulk Hogan 
I truck, complete with 
heavyweight 
champion belt on 
. + the grill and the 
A <= i Hulkster’s arms 


Painted across the sides. 
One of the many nice features that has been 
included in this game is real-time deformation on 
the individual trucks. As you ram your truck ine 
other players, hit walls or get run over, your truc 
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will become noticeably damaged in the 
corresponding area. If you manage to bound 
over a hill and smack down on top of another 
truck, you'll actually be able to see the top of 
its cab crush in. The sides will also deform from 
ramming into roadside objects or other racers. 
For a grungy, gritty racing game, Monster 
Truck Madness 2 looks amazing. The trucks 
themselves are large, detailed models 
with huge wheels and highly 
detailed paint jobs. As you 
crush your way through the 
tracks, you just have to take 
a moment to appreciate 
the sweet lens flare and 
rippling, transparent 
water. Who’da thunk 
that a game about multi- 
ton vehicles smackin’ 
into each other could 
ever look this good? 
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istorically, PC football games have 
either been too complex and time 
consuming to get into (Sierra’s Font 
Page Sports Football series), too basic and 
dissatisfying (EA’s Madden NFL Football 
series), or too worthless (Acclaim’s NFL 
Quarterback Club series). Well, we may 
soon have a fourth option — playable, 
challenging and fun, when Sony 
Interactive Studios America introduces 
its highly successful, and award 
winning, NFL GameDay series to PC 
game players this year — with the fall 
release of “NFL GameDay 99”. 
For those of you that have spent years 
suffering through the pain that is PC 
football, GameDay 99 will be 
welcome relief. The product has made 
its mark on the Playstation because of 
its uncompromising arcade action 
and the keen sense of being on the 
field that it gives the player. Of 
course, we wouldn’t be talking 
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games. They ran fast, but with limited 
graphic improvements (alpha blending 
was the only difference between the 
Playstation and PC versions of the game) 
and looked pretty basic when compared 
to the more 3Dfx-friendly games that 
became available at the end of last year. 
At press time, details 
weren't available as to 





about it if it didn’t have 
“3 Dfx” written all over it, 
and it does! 

SISA’s first two 3Dfx 
titles, “Jet Moto” and 
“Twisted Metal 2”, 
were also based on 
hit Playstation titles. 
And, while the 
gameplay in both 
was strong, they 
didn’t to a whole lot of | 

to the 


sda fe | how, or if, the product 
& == would support Voo- 
sei doo 2, or what 
- ~- advanced 3Dfx fea- 
tures the game 
would support, but 
we're hoping that 
Sony makes a better 
attempt at it than 
Singletrac (the developer 
of both Jet Moto and TM2). 
Wee Peete ree NFL GameDay 99 WILL 
feature complete roster 
management, the ability to create, 


draft and trade players, full season play, 
a complete stat- 


istical database, == 
both NFL and Play- Fe 
ers, Inc. licenses, ; 
network play and !& 
more. 
Dimensio n 
Publishing’s sports 
editors at our sister | 
Publication 
PSExtreme, have 


been huge fans of the Gamer a 
Were of the GameDay series an 


ooking forward t ive 
ey 0 Sony Interact! 
Studios translation. We sound have some 


more information Our 
June issue. on NFL GameDay 99 in 


y 








irect from Dreamworks comes 
the Jurassic Park game you want 
to play. Billed as a “digital 
sequel,” Trespasser picks up the 
storyline from Lost World a year after 
the events of the movie. 
You play Anne, an unlucky castaway 
whose three hour tour leaves her 
sprawled upon the beaches of Site B, 
the island that was the center of al] 
that activity in Lost World. As Anne, 
you traverse hills, jungles, beaches, 
lagoons and industrial facilities as 
you try to find a way to escape Site 
B, preferably before becoming 
Dino-chow. The only way to do this 
is to solve the puzzles presented by 
the island and its ecosystem, while 
fending off attacks from the none- 
too friendly reptilian natives. You’re 
not forced to play through any 
one pathway, but are 
instead able to roam . 
freely across the 
island in a first- 
person POV. Tres- 
passer does not 
have “levels” as 
most games do, but 
is instead just One 
huge, seamless env- 
ironment. 
The development team 
at Dreamworks has taken 
a great deal of time to create 
one of the most amazing 3D 
engines around, combining the 
graphic achievements of the movie 
with an inc- 
redibly detailed 
physics model. 
The plan is to 
develop a real- 
M istic world filled 
| with dinosaurs 
| of all shapes and 
i sizes, from the 
viscous little 
compies to the 


big mutha T-Rex. Each creature is built 
with physically modeled skeletons and 
Muscles, 
lifelike feel, as you can actually see bones 
and muscles working beneath the skin. To 


giving their movements a 
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go along with this skeletal animation, 
each creature has a corresponding 
mass, moving faster or slower 
depending upon their size and power. 
The Trespasser team has also designed 
Al for each dinosaur to help them 
react to things going on in the world 
around them in an appropriate 
manner. Dinos will feel fear, 
anger, curiosity, hunger, 
fatigue and pain. The 

dinos have been 

organized into loose 

“tribes,” which will 

j each have distinct Al 

and physical char- 

acteristics, sO one 

group of raptors will 

look and act 

different from the 

next. 


b? - PREVIEW 














here's only 





one thing 













11 9X8) cles tortaroas ¥ a = ‘ y= 
thar playing 4 : Pe 
—t A. << 5 Nol playing i. = 









wwoww.d eat h tra pd unégeon.com 






= Deathtrap: Dungeat and Eidos Joteracive wewademn of Eidos, Fic. S138 Bidos, Ginsul'is a.regsrered waderark of 
mpany, whic has To affiasor. with Fides PayStation snd me PhyStaben logo are sademars. of Sry Computer Encerte 











“43 Salam sae S 
Saas Whip, BYE: Just Ae Be * 
ponder it your kattle ere 
and countless ieee warriors, zombies lraps, it’s all about al entine 
.ts another chance = ae denizens. Each.one turn, bliscine that fine'lin b 
© slice and dicerlike @ i: and pain, And just Shen 


Ginsu* hnife 6one b | (@) 
a8 ad. Or sim Rees: se ies take 24 : 
Re ply cast a Spr fe a ake if anymore, con 


Quit button. 
aze, of devious. 


Then | I 
IFINS‘or 

death: at ever 
elween pleasure : eke y serie hie : 
- You’ve been warned. — 


hink ‘you cant 





in os % PlayStation - 
r the alternative. ssl is 


fers 
of 


“ 


ae Seceeces ae 


6, 


TDECIALODSUSARMY RANGERS (\ ¥ glean vou ware THe wane 


ust about every red-blooded American male goes through 
an extended period of adolsecence during which they are 
completely captivated by all things military. All the cool toys, 
neato costumes and the ability to just blow the crap out of the 
countryside are powerful attractors to the juvenile imagination. 
Most kids grow out of this stage ‘round about the same time 
they figure out that girls are for more than punching; the rest 
join the armed forces at 18 so they can finally go out and shoot 
at buildings (legally), Even though | worked through my green 
army men and M-80 fixation when | was much younger 
(well, it was actually only last year), big-guns-and-explosions 
movies are still much more palatable to me than soft-focus 
love stories. Thus, it was not much of a surprise that | really 
got into Zombie's Special Ops: US Army Rangers. 
SpecOps lets you dress up in those Gl fatigues and grab an 
M-16, just like you do every night when you're alone. In 
the game, you lead a small two-person combat team of 
Rangers through a series of high risk encounters, from 
invading a North Korean base to stealthing across a 
Russian forest to blowing up a South American drug lab. 
Gameplay is all in the third person perspective, which 
allows you to take in more of your surroundings. You 
command your two-man team by switching back and 
forth between them, as well as barking out simple orders 
(Follow Me, Move up, Hold up and Fire ‘em up) that your 
buddy follows. 
You select your team from six different specialities — 
rifleman, machine gunner, grenadier, reconnaissance, 
Close quarter or sniper — according to the needs of each 
mission. Each phase tells you what sort of hardware you 
need, so you can judge whether you need sneaky recon 
units with silenced MP5's ora full-on explosive battalion. 
The Rangers havea wonderful grab-bag of party favors in 
their inventories, from grenades to night vision goggles to 
timed explosives. Happily, the rifleman and the sniper 
pee Scopes on their weapons for long distance take 


There are five levels in the game, each with 3-4 different 
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phases, which works out to 16 distinct missions. For instance, 
the first phase of the Kapsan Mountains level finds you 
running your team up a snow covered mountain to disable 
a comm center, while the second puts you in an entirely 
new map where you need to blow up a bunch of grounded 
MiGs so your air support can move in. The maps are huge 
and provide plenty of room to move around and are only 
navigatable via judicious usage of a Global Postion Satellite 
finder (or GPS), which is litle more than a high-tech 
equivalent of a compass. Instead of a video game map 
where you're shown locations of enemies and destinations, 
the GPS simply shows your compass heading, lighting up 
when you move in the correct direction, After all, no real 
Ranger has a magic screen to show him around, no sir. It 
would be nice to be able to see a map at some point before 
entering an area so you can plan your method of attack 
without running willy-nilly around the countryside. 
Aiming is a bit tricky at times. The unit you're controlling 
will auto-aim towards the closest target, but sometimes your 
shots are just as likely to punch squirrels out of treetops as 
they are to hit the enemy ten feet away from you. To improve 
your aim, you can crouch down on one knee or drop to the 
ground in a prone 





position. The Al baddies — who appear almost magically 
out of the woods — don’t seem to have any trouble 
aiming, however, so try not to hold still too long. Entering 
sniper mode greatly increases your chances of poppinga 
man off his feet and is relatively fast enough to be usable 
ina combat situation. 
Mission One starts you in the Voronye Forest, deep 
inside Russia. The first phase of this mission requires you 
to raid the enemy Tactical Operations center to sow a 
little chaos while both the US Army and the Russkies 
search for a downed American spy plane. For this raid, 
you're going to need some firepower; | suggest 
selecting a rifleman and a grenadier. You and your 
squaddie are dumped into the heart of this darkened 
forest, with orders to set up an ambush for an incoming 
truck transport, sweep and clear the area of enemy 
troops, destroy the radio equipment scattered through 
the area and then to radio in to Special Ops Command 
when you're all done. “Ambush” is a bit of a 
euphemism, much like “sweep and clear” is another 
way of saying “search and destroy’; it just sounds nicer 
when it’s written down. Actually, what you'll do is run 
your grenadier to the road that the truck is happily 
cruising along, rack a grenade into your M209 launcher 
and proceed to blow a truck full of hapless Russian 
infantrymen into flaming chunky bits. Of course, you 
aren't limited to using the M209, you could also use a 
well-placed satchel charge, high explosive grenade or 
remote controlled claymore to take the truck down. | 
Now the bad news, which isn’t really so bad. At the time 
of the game's release, there will be no joystick or game 


POM 


pad support of any kind, due to a weird bug they encountered in 
DirectX. Zombie has assured me that this will be rectified by a patch 
shortly after the game ships, however. Because Zombie designed 
their Viper3D engine for large scale external environments, you 
cannot enter most buildings. | spent a few minutes knocking my 
head against what was obviously a door, desperately trying to find 
the magic open sesame button on my keyboard. A quick call to 
Zombie revealed that, hey, those doors don’t open. Crapola. The 
ultimate bummer, however, has to be the total lack of 
multiplayer play in this version. While that option is being 
explored for the next SpecOps, I'm deeply bummed that Im not 
going to be able to take on other players over a network or 
across the internet. 

This is not your typical video game, and those who try to play 

it like a straight corridor shooter are bound to be in for a certain 
amount of disappointment. Personally, | really enjoyed this 

title, finding it an incredible change from your average video 
game. Special Ops is missing some of the fundamental 
mechanics of a typical video game, which I’ve found to be 
typical amongst the ex-military types that have begun 
producing video games, but is excellent over all, especially 
when taking some of the later levels into consideration. There's 
alot of things that you figure you should be able to do within the 
game that simply aren’t there, such as entering buildings or 
building stats and developing different Rangers over the course 
of the missions. On the other hand, this is a truly unique game, 
unlike anything in recent memory. If you can see your way through 
the few flaws, you'll find that SpecOps is an engrossing title and a 
much welcome break from the flood of been-there-done-that action 


clones. 
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exactly the kind of game that Voodoo Magazine 
was created to promote. For those of us that have 
toiled away at our PC's for the past blankety-blank 
years and have been less than enthused about King's 
Quest 946 and Ultima CXVIII, the dawning of the age 
of 3D acceleration has the potential to bring with it 
games that have traditionally had no place in the US 
PC entertainment market. 
Croc, developed in the UK by Argonaut Software (a 
name that will likely bring back fond Amiga 
memories for many of you), is the first 3D 
action/platform title to appear under the Voodoo 
banner. While it suffers from a few design 
problems, it shows great technology and is a good 
first effort in the category. Let's dive in. 
Croc is an excellent showcase for Voodoo 
technology. The lighting and colors that are used 
on screen are gorgeous and the backgrounds are 
drawn well. The game supports 800 x 600 mode, 
should you be an Obsidian or Voodoo 2 devotee, 
but looks spectacular in 640 x 480. Croc zips 
along at a solid 30 fps, but the tradeoff is small 
play areas that are interconnected, with a short 
loading time between each. This seems to be the 
by-product of the fact that Croc is a port from 
Sony’s PlayStation console. 
The one negative, graphically, creates the 
biggest gameplay flaw in Croc — the camera 
system. The camera is positioned so that it 
follows behind Croc, with three different height 
adjustments that are under the player's control. 
The difficulties occur because the camera 
doesn’t keep up with Croc’s movement. The 
player will regularly find himself in a spot where 
he will have to stop moving and wait for the 
camera to catch up, in order to make that next 
critical jump. The problem is, sometimes the 
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camera just won’t catch up, particularly in tight 
corners, and there is no adjustment that the player 
can make to get the camera back behind Croc. 
While you can take control of the camera and look 
around, the camera won't reposition itself after 
you've finished searching the area. This can be 
frustrating and, in a number of rooms where the 
game features mini-puzzles involving quick 
jumps from side to side, means the difference 
between success and failure. While these camera 
problems only occur from time to time, they can 
be very irritating when they do. 

Before we get into gameplay, you might want to 
take a fun little test. At the game’s main menu, 
choose “Change Driver Settings” and choose 
“Unaccelerated”, then go into the game. See how 
nasty and slow the graphics are? THAT is why you 
purchased a 3Dfx based graphics card — to geta 
better view of the world you play in. 

Croc has a simple, yet elegant, structure. There are 
four islands in the game, each featuring 10 levels 
— six main levels, two boss levels and two secret 


levels. In order to gain access to the secret levels, 
the player must rescue six Gobbos in each of the 
main levels and beat both bosses. Each of the 
secret levels contains a jigsaw puzzle piece. 
Find all eight puzzle pieces and the game 
presents a secret fifth island to play — an 
excellent payoff. 
Within the level structure itself, the six Gobbos 
are found throughout the different rooms of 
each level. Five are found in boxes, steel 
crates, behind doors that require keys and in 
open areas. The sixth can only be found by 
acquiring all five of the colored gems in the 
level. Every level has a Gem Door that is 
magically opened once you snag all of the 
colored gems. Many times, the struggle is not 
over simply because you were able to pass 
through the Gem Door. There is usually a 
puzzle that must be solved in order to get the 
last Gobbo. 
As mentioned earlier, some of these puzzles 
become very frustrating because of the 
camera limitations and, adding to the 
frustration, if you mess up on these puzzles, 
you have to kill yourself to have another 
chance at it. Even that extreme measure 
sometimes fails and you have to re-enter the 
level and try again — pretty clunky game 
design and an artificial extension of gameplay 
time that was completely unnecessary. Croc, 1n 
spite of its occasional flaws, offers a wide variety 





in its level design and many hours of gameplay to the 
average player. 

He’s also got the moves. Croc can jump, butt bounce, tail 
whip, climb, sidestep left and right, doa 180 degree flip, 
swim, grapple and move across and under steel 
platforms. Croc is protected by the clear gems that he 
collects; if he has none, he will die when hit. He will 
lose all of the gems that are currently in his possession 
when hit, but he can also try and gather as many as 
possible, before they disappear. 

Lastly, Croc features a great musical score and quality 
sound effects. Like the game itself, Croc’s soundtrack 

is varied and themed to the action taking place on 
screen. The tracks vary from bouncy, light melodies 

to more classically influenced works. The sound 
designers also made good use of atmospheric effects, 
such as echo in caves and the like. 

Croc: Legend of The Gobbos offers no epic struggle, 

no death-match gameplay and is more for the young 
and the light of heart. It is classic, good time, fast 
action gaming that is suitable for the younger 
members of your family, yet interesting to the more 
experienced player. A sequel is in the works 
(scheduled for release at the end of this year) — one 
that will, no doubt, address some of the problems 
found in this game. But, for now, itis one of the more 
enjoyable accelerated games available, and one of the 
few that features jumping, climbing and running rather 
than the violent themes that dominate the bulk of PC 
entertainment software. 
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on multi-player action. In fact, Ultim@te Race Pro 
does everything that all of the teams that Sega have 
employed to produce PC translations of AM2 (Sega’s 
Japanese arcade developer) racing games could 
not... deliver true arcade technology to a home 
audience. (They are also delivering it to an arcade 
audience — this game will be Microsoft's first entry 
into the arcade game business.) 
Let’s start with that technology. URP supports 


brake as the two major gameplay elements. If you 
master the use of the hand brake in hairpin and 
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the track), three different difficulty levels against the 
computer and an adjustment that allows the players to 
choose the number of laps in a race. The only notable 
omission to the gameplay package is the game's lack of a 
season play feature. The folks at Kalisto told Voodoo 
Magazine that season play was something they chose 
not to focus on (they were more interested in the multi- 
player aspects of the game), but it would have been an 
easy, and welcome, inclusion to the title. 
Kalisto did, however, include one more gameplay 
mode — that being “The Ultim@te Arena”. This 
gameplay scenario is all out war, and | believe it has 
great network and internet potential. The Ultim@te 
Arena is destruction derby action at its best, with up 
to eight players trying to bash the hell out of the other 
seven. Of course, there is the ability to “chat” after 
you've prematurely ended your “friend's” existence, 
having snagged that energy bonus that he so 
desperately needed and then ramming him into 
oblivion. 
Inthe end, Ultim@te Race Pro isa tremendous arcade 
racing game with beautiful graphics, excellent control 


and addictive multiple player gameplay. While it lacks 


the depth of the latest Papyrus sim, it offers a heck of a 
lot more fun and gives 3Dfx owners the graphic 
brilliance that you simply can't get anywhere else. If 
you've longed for the “Ultim@te” arcade racing 
experience, this is it. Heck, at 50 bucks, you just saved 
yourself about $24,950.00 — because that’s how much 
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continues to innovate. Never was this more clear than 

last year, when LucasArts released Dark Forces II: Jedi 

Knight. While most developers were hard at work trying 

to create a new way to force-feed rockets into some 

alien monstrosity, LucasArts was expanding the 

boundaries of the first-person shooter. Integrating a 

strong branching storyline, vertigo-inducing level 

design and great multiplayer support, Jedi Knight 

clearly earned its place as the best game of the year. 

Now, just as gamers are about to be bombarded with 

the next wave of mindless first-person slaughter, 

LucasArts returns us to a more civilized time with the 

expansion disk, Jedi Knight: Mysteries of the Sith. 

The story in Mysteries of the Sith begins five years 
after the events in Jedi Knight. A young Jedi 
apprentice named Mara Jade has joined Kyle 
Katarn on the remote outpost on Altyr 5. There she 
hopes to complete the Jedi training she began 
under Emperor Palpatine. When the outpost falls 
under attack by the remnants of the Imperial 
Forces, Kyle must quickly come to the aid of the 
Rebels before they are overrun. With that, the 
designers at LucasArts launch you back into the 
Star Wars universe with a vengeance. Not content 
to simply create a series of interconnecting rooms 
with Imperial Stormtroopers littered about, the 
designers have crafted levels that come close to 
recreating the cinematic feel of the Star Wars films. 
No longer alone (as in Jedi Knight), Kyle fights 
side-by-side with Rebel soldiers as Imperial 
Landing craft descend from the sky and drop off 
squads of stormtroopers. While the Rebel soldiers 
fight only slightly better than a band of Ewoks, the 
feeling you get from their presence is that this 
world is much more “real.” Rather than simply 
standing in a corner, your allies suddenly have a 
real purpose and that makes you all the more eager 
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to leap to their aid. To their credit, the designers have 
crammed the fourteen single-player levels with 
enough sight, sound and motion to keep the illusion 
alive. When Kyle heads off in search of a lost Sith 
temple at the end of the fourth level, Mara’s journey 
to the Katrasii Space Port allow us to wander around 
for a while and take in the sights before we 
eventually start up trouble. And Mara is a magnet 
for trouble. Hired by Ka’ Pa the Hutt to do a small 
errand, Mara soon finds the job leads her right 
toward the gaping maw of a Rancor monster. 
Unarmed, only her skills as a Jedi will save her and 
ultimately lead her to Kyle and the lost temple of the 
Sith. 

For all of those who are beginning to believe that 
Mysteries of the Sith is nothing more than a bunch 
of add-on levels neatly placed on a CD, think again. 
While it is true that Mysteries of the Sith requires you 
to insert your Jedi Knight Disk #2 during installation, 
that’s the last time you'll need your Jedi Knight CD. 
This is because Mysteries of the Sith is essentially a 
stand-alone product. The game installs in its own 
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directory and uses an updated version of the Jedi 
Knight engine. Now it's obvious that the 
programmers made enough critical changes under 
the hood to warrant the inclusion of the new 
updated engine; but other than the addition of 
colored lighting to add atmosphere to the levels, 
don’t expect too much in the way of graphic 
improvements. Not to worry, LucasArts has 
refined and enhanced almost every other aspect 
of the game and still found enough time to add 
a host of new weapons and force powers. Using 
the BlasTech BH-35 Electroscope with the 
standard stormtrooper rifle, players can 
gleefully snipe the Imperial elite one-by-one 
from safety of the nearest bell tower. While not 
as much fun as the Electroscope, the designers 
have also added the Heavy Blaster (Han Solo’s 
gun), Flash Grenades, Seeking Rail Detonators, 
Remote Controlled Mines, a Stationary Blaster 
Cannon and even a Carbonite Gun to turn your 
enemies into wall ornaments. New force 
powers include Chain Lightning, Saber Throw, 
Force Projection, Far Sight and my personal 
favorite, Force Push. (Just don’t stand next to a 
cliff when I’m around.) 
Not wanting to stop with the single player levels, 
LucasArts has also redefined multiplayer play. 
Aside from a wacky little multiplayer game called 
“Kill the Fool with the Ysalimiri”, players can test 
their skills in battle by choosing from one of four 
new personalities; each with their own strengths, 












weaknesses and starting Weapons. Jedi’s can pick from 

various “skins” including Darth Vader and Luke Skywalker 

while prospective bounty hunters can choose from a 

number of skins including Bobba Fett. Best of all, LucasArts 

has added over a dozen new multiplayer levels including 

such movie favorites as the Carbon Freezing Chamber 

and the Cloud City Gantry from “The Empire Strike Back” 

and Jabba the Hutt’s Palace from “Return of the Jedi.” As 

with the single player levels, these arenas have been re- 

created in loving detail, right down to a carbon freezing 4 
unit which can be activated with a quick Force Pull. q 
While Mysteries of the Sith is extremely strong, the 
game is not without flaws. There are still some 
annoying little seam tears that appear from time to 
time. Also the story, usually the hallmark of a LucasArts 
product, is surprisingly weak. Mara Jade has a full 
history as outlined in Timothy Zhan’s “Grand Admiral 
Thrawn” series of Star Wars novels, but the game 
makes absolutely no effort to use any of it to explain or 
develop her character. Further dragging down the story i 
is the decision by LucasArts to use the Jedi Knight game 
engine to render the cinematic sequences. The 

unfortunate result is a something more closer to the 
Supermarionation of “The Thunderbirds” puppet show 

than the excellent FMV scenes to which we all have 

become accustomed. 

Those criticisms aside, Mysteries of the Sith is a more than 

a worthy companion to Jedi Knight. For all those yearning 

to hear the familiar “snap-hiss” of their lightsaber yet again, 

the single player levels alone are worth the price of 

admission. 
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GRAND THEFT AUTO" 


videogames of rotting the minds of our nation’s 
youth and contributing to the disintegration of 
morality — much as they did when comic books 
appeared on the scene, and when rock 'n roll appeared 
on the scene, and when pretty much anything fun and 
interesting appeared on the scene. In the latest wave of 
inaccurate and hysterical "reporting," Grand Theft 
Auto and its decidedly un-PC gameplay is drawing 
plenty of attention. But what the mainstream media 
fails to understand or acknowledge is that GTA (we 
like acronyms) is absolutely not meant for, or 
targeted at, children. It's meant for folks like you and 
me, who grew up with Atari and Nintendo, are in 
our mid- to late twenties, and are quite willing and 
able to handle violent content in our interactive 
entertainment. Admit it, America: adults play 
videogames, too! 
Whew. Okay, I'm off the soapbox and ready for the 
review. Grand Theft Auto is from DMA Design, the 
Scottish developers behind the computer classic 
Lemmings. You assume the role of a newly 
recruited hood in the 'hood, running various jobs 
for your expletive-spouting underworld bosses: 
delivering drugs, car-bombing police stations, 
performing drive-by shootings, hitting-and- 
running pedestrians, and engaging in all manner 
of illegal goings-on. I'll be honest with you, dear 
readers: after playing a couple thousand games in 
which I've been the hero, being bad feels GOOD. 
Oh, and did | mention that one of GTA's central 
gameplay mechanics is carjacking? When you 
need some wheels, you simply run up to a car, pull 
the driver out, and take the wheel. There are 30+ 
vehicles to steal, including sports cars, jeeps, 
motorcycles, vans, and school buses ("Hang on, 
kids! Mu-hahaha!"). Each car handles differently, 
so it's usually in your best interest to grab a more 
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maneuverable ride — but hey, if you prefer a pickup 
toa Ferrari, be my guest, Billy Bob. 

Sooner or later, you're going to do a naughty thing 
in front of the police, and once the fuzz are on your 
case, your life becomes much more difficult. The 
cops will pursue you like a computer-simulated 
version of "The World's Scariest Police Chases", 
shoot at you, set up roadblocks, and even sprint up 
to your car, rip you out of the driver's seat and 
violently throw your lawbreaking ass to the 
pavement. If you manage to continually avoid the 
bacon — and especially if you shoot or hit-and-run 
an officer - their assaults increase to the point 
where all you're doing is driving like a maniac to 
avoid being arrested or ventilated by a fusillade of 
bullets. The only methods to end the madness are 
to drive into a paint shop and give your wheels a 
new and unidentifiable look, or hand over a "Police 
Bribe" power-up to make the fuzz your friends. 
What's easy to miss is that, underneath its frosting of 
violence, GTA is a fluffy cake of addictive gameplay. 
While the basic framework of the missions gives you 


an overall focus, GTA actively encourages you to 
explore the game world and do things your own 
way. Along the roadside are icons that give hints 
and tips about the gameplay, and crates filled with 
special power-ups (bullet-proof vests, “Get Out of 
Jail Free" bonuses and machine guns for rapid-fire 
assassinations, to name three). Between GTA's 
trio of massive cities and the 200+ missions, 
there's literally always something new to try. 
One of DMA's biggest concerns about GTA is 
that the overhead-view graphics won't play well 
in 3D-crazed America. Yo, homey, | think they 
can chill. It's actually kinda neatto see the 3Dfx 
hardware pumping out 2D graphics for a 
change, and the top-down perspective keeps 
the focus on the gameplay, where it belongs. 
The animation's not superb, but the cars and 
pedestrians move ata decent clip, and there are 
cute effects, such as skid marks when you peel 
around a corner, and dents and dings on your 
car after high-speed collisions. Yeah, the 
camera occasionally zooms in and out too 
frantically, but most 3D games also have the 
occasional viewpoint hiccup, so | can't whine. 
| can, however, whine about the lack of an in- 
game map, although it was no doubta choice on 
DMA's part to make the player become 
intimately familiar with the layout of each city. 
(ASC Games kindly supplies a fold-out map in the 
packaging.) GTA also slaps an arrow on the screen 
to point at your current destination, although it's a 








rough guide at best. 

The sound effects and music are absolutely top-notch, and 
the tunes are ingeniously presented. Each of the game's 
vehicles is tuned to a different "radio station"--hijack a 
pickup and you get an earful of country, hijack a lowrider 
and you're bombarded with hip-hop. (Ifso inclined, you 
can switch stations with a simple button press.) Not only 
are the CD-quality tunes very well composed —this is a 
soundtrack I'll give a listen even when I'm not playing 
the game — they often have hysterical lyrics, helping to 
keep the violence at a cartoony and amusingly over- 
the-top level. (Which is necessary: if this game was 
grimly realistic, it wouldn't be fun.) In one of the 
game's coolest touches, the radio "fades out" whenever 
your car zooms under a bridge or other overhead 
structure. That kind of attention to detail turns a good 
game into a great one. 

Grand Theft Auto is one of the very rare games that has 
me so hooked — my previous addiction was phonics, 
but | digress — | can barely stop long enough to write 
the review, and I can think of no higher compliment 
from a jaded freak like me. The over-the-top violence 
and gameplay freedom have me constantly setting new 
and ever-more-demented goals for myself. (My current 
quest is to see how many vehicles | can park next to each 
other and blow up at once.) If you have kids or a 
politically correct lifestyle, stay away; if you're child-free 
and can discern the difference between real life and video 
games, GTA is a must. ‘ 
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is attempting to meet my writing deadlines before 
my editors have me killed. But in the gaming world, 
I've logged thousands of laps on dozens of vehicles, 
both real and imagined. Go-karts, jet-skis, biplanes, 
unicycles, hovercraft, horses, camels — you name 
it, I've straddled and/or crashed it. Thus, | was truly 
stoked to check out Powerboat Racing, because | 
haven't grasped the wheel of a virtual watercraft 
since Heat Wave, released by Accolade in the 
Stone Age of 1990. (I can remember an obscure 
eight-year-old computer game, but | can't 
remember my mom's birthday; | believe the term 
for my condition is "idiot savant," although 
everyone else leaves out the savant.) 
Powerboat Racing has five racing modes, the 
combination of which might cause you to 
become mental with excitement. Arcade is a 
series of races through the game's eight globally 
diverse courses, in which you have to finish in 
the top three of the current race to qualify for the 
next. Shootout is a five-lap race in which the 
last-place dude is dropped after each lap 
(although his boat remains on the course as an 
ominous warning and annoying obstacle). Time 
Trial is a one-player race-the-clock mode, 
although Father Time eventually beats us all, if 
you know what I'm saying. Challenge is a one- 
player, two-lap contest in which you race 
against previously set records and/or a "ghost" 
powerboat (a computer-controlled vehicle that 
"races" with the data from the replay of your 
best time). Finally, the self-explanatory Practice 
is for when you wish to cast aside the ulcer- 
inducing pressures of competition and simply 
buzz around the tracks naked and free. 
There are eight boats and several hull types from 
which to choose, but the only real difference 
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between them, other than very minor differences 
in speed and acceleration, is their color schemes. 
(As if anyone would choose to race with a boat 
other that the jet-black model.) The eight courses 
are much more varied, ranging from the sewage- 
and body-filled canals of New York to the frozen 
tundra of Russia to the tropical vegetation of the 
Amazon. You can switch between several action- 
packed views: behind the boat, inside the boat 
(watching the driver's head get wrenched left 
and right by G forces), through the driver's 
eyeballs, or through a "drive-by" camera that 
makes for great screenshots, but also makes it 
impossible to see where you're going. Most of 
the tracks have one or two shortcuts, and most of 
them also change during the race, with certain 
turns opening up as others close off. Nifty. 
Interplay hypes Powerboat Racing as "the most 
realistic powerboat game ever made," but that's 
a fib of "nicotine is not addictive" proportions; if 
anything, Powerboat Racing could USE a little 
realism. Not only can you smack into a wall at full 
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speed and suffer absolutely no damage, but you 
can accelerate back to full speed again within a 

second. Heck, between your boat's pinball-like 
bouncing off obstacles and its instant 
acceleration, steering is practically optional. 
All you really have to worry about is adjusting 
your powerboat's "trim," or the angle at which 
your motor dangles into the water. A high trim 
gives you more speed, but less control, and 
causes the boat to flip when jumping off a 
ramp. (If and when your boat lands upside- 
down, it realistically turns itself over and 
- continues onward with no damage in two or 
three seconds.) A low trim means more 
control, but less speed, and causes you to 
"submarine," or plunge underwater, when 
jumping a ramp. The strategy is in adjusting 
your trim for each course and jump, at least 
on the higher of the three difficulty levels; 
with the lower level, you don't need to touch 
it. (Atall three difficulty levels, the computer- 
controller boats have the annoying habit of 
never falling far behind, no matter how 
cleanly you race.) 
Okay, the gameplay's weak, but at least the 
graphics are cool, right? If only it were true, 
gentle reader, if only. I'm saddened to write 
that Powerboat Racing only uses Microsoft's 
generic, sluggish and inherently unattractive 
Direct3D drivers; 3Dfx hardware isn't natively 
supported. Interplay says they went with 
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Direct3D to support all the 3D cards in the Universe, but 
this is a strange statement when you consider that most 


recent Interplay titles have native 3Dfx support. There's 
absolutely no excuse for the game's developer 
(Promethean Designs) not to have noticed that 3Dfx 
hardware utterly dominates the PC 3D market. The 
very existence of this magazine proves that 3Dfx 
support, like Internet support, is no longer a nice 
bonus for a game to have; it's an absolute 
requirement for any above-average game to have. 

The sound effects are sparse and weak; the boat 
engines more closely resemble lawn mowers, and 
drown out the few other effects are to be heard, such 

as spectators standing dangerously close to the 
shore and whooping as you jet past them at 150 
MPH and drown them with your 20-foot-high 
rooster tail. As for the music, it's uninspired tunage 

at best, and ultimately just as droll as the rest of the 
game. 

Powerboat Racing is certainly a welcome variation 

in the genre, but it commits an unforgivable sin for a 
racing game: it's damn boring. The various courses 
look different, but they all feel the same, and the 
weak audiovisuals aren't strong enough to overcome 
the flimsy gameplay and draw you into the 
experience. A great racing game makes you bob and 
weave your body with the on-screen action, 
suspension of disbelief in full effect; Powerboat Racing 
only made my head bob up and down as ‘tried to stay 


conscious. Not even the inevitable 3Dfx patch can save 


this game from finishing first in the Race of Mediocrity. 
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the occasional GLQuake fragfest and lots of Doom via modem, 
but for the most part, | like learning games at my own speed (read 

SLOW), without anyone watching me make mistakes or taking 
advantage of my inexperience. With that said, | really didn't expect 
to like an on-line only tank game like Sony Interactive's Tanarus, 

but not only did | fall in love with it, | can say it might make me 
change my mind about playing on-line altogether. 

Tanarus offers some of the most complex, compelling and deep 
multi-player gaming I've ever experienced. Tanarus is a multi- 
player only tank game, and the nature of a tank’s movement 

makes it ideal for Internet play. Lag does appear from time to 
time, butit isn’t as much of a problem as in other fast-paced 
multi-player games. This doesn’t mean that Tanarus isn’t 
exciting or frantic at times, because there were moments when 
my heart raced as an enemy tank was chasing me while my 
shields were failing. The game is played on various battlefields 
called “arenas.” An arena can be a simple zone with a few 
walls and ramps, or a complicated multilevel city. Each arena 
gives a very different gaming experience. The arenas are 
divided into a grided power system. In Tanarus, there can be 
up to 4 different colored teams, with up to 5 players each. 
(There are also 10 on 10 arenas and small duel battlefields 
for one-on-one of two-on-two, but I'll just cover the main 
game.) Each team has a home base on one of the 4 corners. 
Scattered along the power grid are “Recon Stations.” If 
someone caps one of these Recon Stations, then that area of 
the grid will supply that team with repairs and power for the 
tank's batteries, To make the battles even more interesting, 
the virtual time-of-day changes as the sun sets and the moon 
comes out. Night battles need different strategies then day 
ones. 
You might have guessed by now that shields and power grids 
are NOT the core of a realistic tank combat sim, but I'll bet 
that even the most hard-core tank sim fan will find Tanarus a 
blast; the unreality of this game is what makes it so 
compelling, There are 5 different tanks to choose from, each 
with it's own special abilities. For example, the Lightning 
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model is fast and maneuverable and has a builtin missile launcher, 
but it doesn’t have as much armor as the other tanks. Or maybe a 
MagRider is more your speed; this is a hover-tank that can strafe 
left or right, unlike the other tanks. Learning each tank takes 
different skills. In addition to the set armor, speed, shields, and 
power, the tanks also have different bays for special items. These 
items can upgrade your tank with extra powers or new abilities 
such as cloaking, doppler radar, flag capture, night vision, or the 
all-important phase multiplier for the lasers. 

Visually, Tanarus is a mixed bag. The environment is a simple 
battlefield of square buildings and flat ground. On the other 
hand, Sony adds native 3Dfx support which makes these simple 
battlefields look good. Voodoo owners are treated to nicely 
filtered textures, smooth frame rates, lens flare, sunbeams and 
the now-common shockwave explosion (as seen in Wing 
Commander: Prophecy, G-Police and others). The sounds are 
good but nothing really special. To be honest, the visuals and 
sounds do the job but they don’t sell this game — GAMEPLAY is 
the key. 
The game is set up to be any kind of experience you want it to be. 
It's mainly configured as a capture-the-flag type game, but that 
would be too simplistic. If an action fan just wants to blow up 








enemy tanks, this game can do that. Ifa sim fan wants to enjoy 
squad tactics, this game can do that also. Each gamer can 
select the style of gameplay he or she wants to play and can 
find some fun in Tanarus. Some commanders like to hit the 
front lines and push forward, but personally | enjoy 
supporting the team by supplying power via capping the 
recon stations, or scouting while cloaked and reporting 
back to the team. Each shot, flag capture, recon capture, 
etc. adds to the player's score, and as his score increases, 
so does his rank. The rank ranges from newbies and Private 
First Class to Staff Sergeant and beyond. These stats are 
saved on Sony's game servers and stay with the player's 
handle even if the player logs off and back on from a 
different computer. 
Another nice feature of the game is the off-line training 
mode, set up to teach you how to pilot your tank and 
practice skills found in the game. This is done in 3 stages: 
the first introduces the player to the 5 different tanks and 
how to equip them with shields, batteries, phase 
multipliers, etc. Stage 2 explains how to maintain battery 
power and to capture recon stations. The third stage is 
where the fun begins — combat training. Here the player 
is taught how to lock on to enemies, turn the turret and 
blast the opponent. There is a fourth stage to help you set 
up your the tanks for on-line battle and practice blasting 
unmanned targets. | wish the unmanned tanks had better 
Al, or could AT LEAST fight back, but | guess single player 
battles aren't the point of the game. 
So what didn’t | like about Tanarus? Besides the simplistic 
environments, the off-line training was helpful but 
incomplete and should have had an instructor's voice to spice 





up the experience. | mentioned I'm nota huge fan of on-line games, and 
that’s mainly due to the personalities of the other players involved. For 
example, as I was learning the complexities of battle, | entered an arena 
that was supposed to be for beginners only. | found | was confronted 
by VERY skilled enemy players in this arena and they quickly figured 
Out what an easy target | was. The result wasn’t pretty, believe me. It’s 
frustrating attacking an enemy, seeming to fight a good fight, only to 
be blown to bits time and time again. To make matters worse, the 
enemies threw rude insults my way as they were doing it. This 
almost turned me off of the game, but when | tried another less- 
populated arena and the same thing happened, anice player by the 
handle of Capt. Nemo offered a few suggestions... “Make sure your 
Phase Multiplier is on,” he suggested. “Mark IV lasers have a 
shorter range then Mark Il, go get the Sharpshooter to fix this,” he 
added. It was nice to find someone who liked the game enough to 
want others to enjoy it also, as opposed to the guys who just 
wanted to rack up their totals and humiliate their victims in the 
process. The lesson learned here is: if the game is bad, change 
arenas to find a better one. 

Tanarus has a lot to like about it. The gameplay and overall 
experience are so deep and involving that I keep coming back for 
more. Each battlefield and team is a different experience, so it has 
lasting playability. f the player gets good, they can joina squad and 
enter tournaments with other players. There always seems to be Sony 
reps on-line to help with tech support or answer questions in the chat 
areas, Best of all, you can try the limited shareware version on-line 
for free. If you like it, you can buy the registered version and pay $9.95 
a month for unlimited playing time (first month free). If you've always 
wanted to pilota tank against human opponents, then you should check 
out Tanarus at www.tanarus.com. ZL \ 
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burgeoning 3D gaming genre, so it's not particularly 
surprising to see them spread like rabbits with the growth 
of the 3D acceleration market. Born a PlayStation title, 
Shadowmaster is refreshingly atypical for the genre, but may 
not appeal to the sensibilities of the PC gamer. 
During the great war, a hero was born. Elevated to ruler 
status, the Shadowmaster became obsessed with power and 
immortality. His soul twisted after years of cybernetic life- 
stretching, he now descends on your home star system to 
assimilate its resources and makes its inhabitants his 
mechanized slaves. As one would expect, the government 
takes serious issue with this and sends the player to 
become the lone savior of the solar system. Equipped 
with only an experimental attack buggy armed with a 
slew of weapons, players must complete sixteen 
missions over seven alien worlds before the final 
confrontation with the nefarious Shadowmaster himself. 
Despite the complete lack of originality found in the 
game's story, Shadowmaster's gameplay is surprisingly 
fresh. While nothing revolutionary, the game adds just 
enough new variables to the tired formula to make it 
interesting. Many of these stem from the 
implementation of a wheeled vehicle as the player's 
means of locomotion, while others from the game's 
emphasis on up-close-and-personal combat instead of 
long-distance sniping. The former gives the player a 
sense of driving through the game's vast levels as 
opposed to sauntering through them. The vehicle also 
lacks a jumping mechanism, requiring players to find 
their way around obstacles rather than simply leaping 
over them. Players are also encouraged to fight atclose 
range and subsequently rewarded. Many of the game's 
weapons simply aren't up for long-range assaults, but 
the primary incentive is the quickly disappearing pellets 
of energy that most enemies drop. Combined with the 
enemies' large numbers and predilection for projectile 
weapons, Shadowmaster is pleasantly intense and 


Pi person shooters have always been a staple of the 
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challenging throughout, necessitating these extra boosts. 
Players should not rush into things too quickly, however, 
as the main guns quickly overheat and significantly drop 
their firing. 

Each of the sixteen missions takes place in a large-ish 
level and generally have a boss of some kind to defeat. 
Another twist for the genre, however, is the inclusion of 
rudimentary puzzle solving and objective-based 
missions in what would otherwise be little more than a 
blast-fest. 

Hardly Riven-grade puzzles, Shadowmaster requires 
players to explore and keep an eye open for the 
occasional symbol or button to open doors. Combined 
with the objectives, these tend to give each of the levels 
a decidedly linear feel, as some areas are unreachable 
until certain goals have been met. Scattered throughout 
the levels, usually before tough spots, are energy refill 
items and weapons. With the exception of the primary 
guns and the initial special weapon, each weapon has 
limited uses. The weapons themselves range nicely in 
purpose, from a Gatling gun to a generic homing missile. 








3 ee al 
Graphically, Shadowmaster is a mixed bag. Designed 
with the aid of British fantasy artist Rodney Matthews 
each world has a distinctively ominous atmosphere. 
Every darkly lit area is well-textured and the 
architecture is appropriately eerie. The enemies, 
however, lack the detail of the inspiring artist's works 
and jerkily waddle about. The enemy explosions are 
equally uninspired, drawing on the tried-and-true 
“flying Dorito" method and what appears to be the 
industry's only explosion animation, seen in 
Command and Conquer, WipeOut XL and many 
other games. The game's lighting model is off and 
on, with some weapons illuminating the 
surroundings in beautiful neon hues while others 
simply just fire. Virtually every weapon makes 
attractive uses of transparency, however. Finally, as 
Shadowmaster is a Direct3D based game, do not 
expect it to take advantage of all of the features of 
your 3D card, 
Shadowmaster's lackluster sound serves its purpose 
and nothing more. Decidedly British intergalactic 
agents brief you for each mission with overdone 
urgency. The music is equally European, consisting 
of generic techno-rock tunes of varying environment 
appropriateness and genericity. Most disappointing, 
however, are the strictly rehashed sound effects, 
drawing on nothing more than the most tried and 
tried-again sci-fi sound effects. 
While fun overall, Shadowmaster's gameplay isn't 


about their spawn areas aimlessly, even after seeing the player. This 
can become frustrating, as enemies generally appear in squads. 
With the gun temperature limitation in place, the ability to draw 


one or two enemies away from the group, take them out and 
then return to deal with the others would be much appreciated. 
Instead, players are required to do the exact Opposite, running 
in and out of the fray so their barrels can cool. This Strategy 
poses a problem for the bosses, however, as they regain their 
energy if the player moves too far away. While the use of a 
vehicle is one of the interesting features, the maneuverability 
of the Giger-esque buggy will occasionally leave players 
stuck in the middle of ambushes, helpless to avoid cheap 
hits. Possibly most annoying, especially for PC gamers, is the 
weak save feature, which only allows players to save 
between levels. While nota huge issue for the initial levels, 
a problem becomes apparent as the levels get longer and 
more difficult. Shadowmaster does feature multiplayer play, 
but it is token at best and unlikely to keep players interested 
after completing the game. Finally, the PlayStation-centric 
design of the game will make players with gamepads the 
most successful, given the game's extensive, almost required 
use of sidestepping. While the game is playable with the 
keyboard, doing so is not recommended. 
Like most console-to-PC ports, Shadowmaster is a solid 
enough game with shortcomings that show it to be geared to 
another audience. Gamers looking for a uniquely fast-paced, 
visually appealing and console-style first person shooter will be 
pleased, but those hoping to find something with more depth 
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without its flaws. The enemies, bosses included, feature 27d PC familiarity will be disappointed. 
only the most rudimentary Al and generally wander | 


ar 
SHADOW MASTER 





1 

i 

| Psygnosis Graphics fe) | 
+ Publis! \=/ 1 
iE A ind‘ | 
Psygnosis SO. 
| Developer pees | 
Gameplay F/ | 

Peter eae 

Author Overall G/ 

‘| 


} BY - REVIEW YooPoo - as 
= 














es 





pote 


C action/strategy game based on Warhammer, the 








ombining decent graphics, a unique battle system 
and an interesting storyline is Dark Omen, a real-time 


popular Fantasy Battle pen-and-paper system developed 
by Games Workshop. The battles are depicted in complete 
3D (what games aren't nowadays), and players have the 
freedom to move, rotate, and zoom in/out of the action. 
Developed by EA UK's internal development team, Dark 
Omen is the highly anticipated sequel to Shadow of the 
Horned Rat. Although it's no Total Annihilation or 
Command and Conquer, it still manages to deliver a 
unique real-time strategy experience that will appeal 

to both arcade and traditional strategy players. 
The player is cast as Morgan Bernhardt, mercenary 
leader of the Grudgebringer Army. You are summoned 
by the Emperor to help overthrow the Dread King and 
his legions of the Undead, who are bent on taking 
over the Empire. Along the way, Bernhardt meets 
various allies who will aid you in your battles against 
the Undead. These allies eventually join your army 
and can be controlled by you as well. In Dark Omen, 
you are presented with a constantly evolving game 
and expanding army. Each decision Morgan 
Bernhardt makes affects the entire path of the game; 
some decisions have serious consequences. The 
more times you win battles, the more allies will want 
to fight with you. However, if you start losing and 
your troops are falling left and right, good luck trying 
to hire anyone. This non-linear style of gameplay is 

one of the game's strong points. 

What makes Dark Omen such a challenge to play is 
that players have a limited variety of units. Players 
looking for the depth and variety of Total 
Annihilation are not going to find it here. The 
Grudgebringer Army is comprised of calvary, 
infantry, crossbows and cannons. Later on in the 
game, wizards will join your army, bringing magic 
into play. The calvary, which is led by Bernhardt, is the 
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combat and can take a lot of damage. The infantry is led 
by Gunther Schepke, your second in command. 
Infantry is also excellent in hand-to-hand combat. The 
Grudgebringer Crossbows are probably your most 
effective unit; their weapons have great range and are 
pretty accurate, however, they are useless in close 
hand-to-hand combat. The cannons have great range 
and can be extremely accurate at close range. Use the 
cannons on hordes of the Undead to pummel a bunch 
of units at once. Crossbows and cannons can be a 
deadly combination if positioned correctly during 
battle. Wizards are probably the weakest of your 
army, but can cause some serious damage to enemy 
troops and buildings. Wizards come equipped with 
fireballs, flame storms and other magical attacks. 
Allies that join your army include, Grail Knights — 
heavy duty fighters, your most powerful warriors; 
Dwart Warriors — tough soldiers who fight well in 
numbers; and Knights of the Realm — excellent overall 
fighters mounted on horseback. 

Graphically, the engine has been greatly improved 





since Shadow of the Horned Rat, the last dismal 
Warhammer offering. The graphics are showcased in 
real-time 3D, boasting 32,000 colors. The 
environment colors are lush and well detailed and 
there are also nice textures and shading on 
buildings. The story is told through various 
character animations that are detailed; however, it 
would have been better if the developers had used 
full-screen CG sequences to tell the story instead 
of just faces of the characters. Watching talking 
heads got kind of cheesey after awhile. With a 
game boasting 32,000 colors and real-time 3D, 
the battle animations weren't very impressive at 
all. It is extremely hard to figure out what's going 
on ina battle. You will have one group charging 
another, they clash, and all you see is a big cloud 
of dust. When the dust finally settles, you then 
figure out who won. Instead of pushing for 32,000 
colors, the developers could have put their talent 
into better character animations. Dark Omen 
could have been a fiercer title if it had animations 
comparable to Age of Empires or Dark Reign. As 
itstands now, it's pretty weak. 
Gameplay is where Dark Omen slightly redeems 
itself. Overall, the. missions are well balanced, 
ranging from your basic search and destroy to 
escort and defend. Aside from your basic ores, 
ghouls and zombies, players have to face Wraiths 
with powerful magical abilities and The Black Grail, 
the evil equivalent of the Grail Knights. Atthe start of 
each mission or level, players drop their units within 





the deployment zone. Players must carefully place their units 



















because once deployment is over, certain units like artillery 
cannot be moved. Players can also change the way units are 
facing by a simple mouse click. If you're expecting a typical 
real-time strategy game where you can move a single unit or 


groups of units at once, Dark Omen is not for you. Players 
have to move a set of troops all at once, whether it is the 
calvary, infantry or crossbows. Ina given battle, you'll have 
your calvary as a group going against the Undead's 
crossbows, unit for unit. The game plays similar to Sid 
Meit’s Gettysburg, stressing tactics, terrain and formations. 
Dark Omen plays a lot deeper than a typical Warcraft 
clone, where you place all your grunts in the middle and 
see who comes out alive. The game does feature 
multiplayer for head-to-head, but that's it. Nothing over 
two players, which limits the audience for the game. It 
does support LAN, modem and Internet play. 

For a game developed and published by Electronic Arts, 
the music and sound effects could have been much beiter. 
On the flip side, the voice acting is extremely well done 
and the story gets told in realistic fashion, but the battle 
cries and clanging of the weapons really does get 
annoying after several missions. 

For fans of the Warhammer series, Dark Omen is a worthy 
purchase. The graphics are a big improvement over Shadow 
of the Horned Rat, but offer nothing new to real-time 


strategy games. The storyline is compelling and it makes you 
want to play more to see what happens next. Howeve,r with 
limited multiplayer support and number of units.to fight with, 


Dark Omen may not satisfy true strategy gamers. 
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First things first: F1 Racing Simulation has 





absolutely nothing to do with Ubi Soft's 


Nintendo 64 title, F1 Pole Position, and that's 
a very good thing. While F1 PP was a Japanese 
import with painfully obsolete graphics and 
gameplay that failed on almost every level 
(from the flaky control to the nonexistent 
driving strategy), FIRS skillfully combines 
the best parts of arcade and simulation 
racing for a most excellent experience. 
F1RS features 22 real-life F1 drivers and 
teams, not counting superstar Jacques 
Villeneuve, who isn't a part of the F1 
license. This isn't an entirely unusual 
omission: for example, Michael Jordan 
doesn't come as part of the NBA player 
license, as His Airness prefers to negotiate 
his own deals. Like he and Bill Gates 
don't already have all the money. Jaq's 
not entirely MIA, though: Ubi Soft has 
substituted the thinly-veiled Jacques 
clone "Driver X" in his stead. F1RS also 
has all 16 real-life tracks from the 1996 
FIA season, which have, according to 
Ubi Soft, been recreated from endless 
hours of video footage (i.e., the artists 
couldn't sucker Ubi Soft into flying them 
around the world). 
There are a whopping six modes of play. 
Single Race is, most likely, a single race. 
Or maybe it means only bachelor F1 
racers are allowed. Whatever. Grand 
Prix is essentially a much more involved 
single race. Championship and Custom- 
ized Championship simulate the F1 
season in its breathtaking entirety. 
Training is a practice mode in which you 
hone your skills in the fine art of zipping 
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around a racetrack at 200 MPH with the 
possibility of an extremely unpleasant 
flaming death at every turn (Fun!). Time 
Attack is the awkwardly-named race-the- 
clock mode; you can also race against 
"Ghost Lap" drivers recorded by yourself 
or other players, and Ubi has kindly 
provided a sampling of ghosts on their 
website in the event you have no friends. 
FIRS's pre-race option screens are 
slightly cumbersome, and mysteriously 
slow-loading (I'm thinking the latter is an 
individual 'puter problem as opposed to 
bad programming). The racing itself, 
however, is wonderful — joystick, 
keyboard and mouse control are all 
equally smooth, with a special shout-out 
to the excellent force-feedback support, 
which gave me a reason to dig out my 
dust-coated Force Feedback Sidewinder. 
The car handling is near-perfect; the 
driving physics plain and simply feel right; 
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the computer-controlled drivers drive and 
pass aggressively, and are wise enough to 
get-da-hell-out-da-way, if and when you 
drive in a completely mental fashion. 
F1RS allows you to turn off the various 
driving aids as your skills improve, 
which reveals that the gameplay 
manages the neat trick of adding 
realism without sacrificing fun. (The 
realism, by the by, was supplied by 
engineers from the Renault racing 
team, which has taken home six F1 
championships.) One driving aid 
that's always on is the rubber laid 
down onto the track, which indicates 
the best line through the turns. Follow 
the rubber, my son, and the checkered 
flag shall be yours. 
The car-tuning options are equally 
deep, if slightly hampered by the 
aforementioned cumbersome inter 
face, and | found myself focusing on 
the arcade aspects, which still have 
more than enough of a sim feel to 
distinguish F1RS from, say, Sega's 
Daytona USA. Even at its least realistic, 
F1RS retains the solid physics that make 
ita wonderful change of pace. 
Graphically, F1RS is very tasty, and filled 
with nice touches. (The graphic engine 
is apparently a variant of the one used in 


Ubi's MMX-promoting shooter, POD, which 
explains why it kicks so much butt.) When 
drivers leave skid marks on the track, for 
example, the rubber stays in place for several 
laps instead of almost immediately 
disappearing. A less helpful touch: the lens- 
flare when you're facing the sun can literally 
blind your unfortunate driver. One of the best 
graphical AND gameplay aspects is the 
higher variable weather, ranging from sunny 

to foggy to El Nino; the wetter it is, the lower 
the visibility (although the fog and rain 
certainly look Voodoo-licious). The only 
offending graphics are the gawd-awful trees, 
which are pancake-flat and not even drawn 
particularly well. There's also not quite as 
much visibility into the distance as I'd 
expect from a 3Dfx product. No big whoop, 
however. 

F1 Racing Simulation has it all: lovely 
gameplay, lovely graphics, and a lovely 
balance of fun and realism that makes it 
equally appealing to casual vroom-vroomers 
and racing fanatics alike. I'm confident in the 
prediction that I'll still be playing it long after 
I've spent the dinero earned from this review 
on booze and women. Even if you're only a 
casual race-game player, F1 is worth a peek. 
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back. 176 ended up being one of my 
favorite games of the year, despite the lack of 
decent hardware acceleration (the 3D patch 
that was released months after the game 
was pretty much a joke). Activision, in their 
infinite wisdom, has decided to fix some of 
these problems with their recently 
released Interstate ‘76 Arsenal — a two 
CD set incorporating an upgrade of the 
original 176 — I'76 Gold Edition, and an 
all new collection of missions — 176 
Nitro. 
The Gold Edition has been optimized to 
support Direct 3D as well as Glide, 
bringing faster gameplay, new difficulty 
level settings and, of course, much 
better looking graphics. Nitro is actually 
more of a prequel than a sequel. The 
missions in this game happen just days 
before the events of 176. Most notably, 
Jade, Groove Champion's sister, is still 
alive and driving the car she left for her 
brother in the first game. Jade is joined 
by Taurus, the “bad-ass poet with an 
™ attitude,” and Skeeter, mechanical idiot 
savant and overall nice guy, as the 
threesome attempt to bring some law 
into this wild, alternate version of the 
Seventies, where gas, guns and muscle 
cars rule the roads of the American 
Southwest. There are 20 new missions 
split between the three characters, as 
well as a number of hidden missions 
that won’t activate until you finish off 
the first ones. 
Besides the great music and challenging 






























roovy, man. | couldn’t get enough o 
Interstate ‘76 when it first hit a ways 
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gameplay, the best feature of the Nitro 
Pack has to be the native Glide support, 
which means that the game will run as 
smooth as disco on your card. Glide 
makes this a much more playable game, 

bringing up the speed and generally 

improving the graphics as a whole. Nitro 

adds much more realistic sky and terrain 

textures, as well as horizon silhouette 

maps that add a realistic sense of depth. 

The cars and environments look much 

more appealing after this boost, as you 

can see from the screen shots. 

Nine new tricked-out muscle cars and 

four new weapons have been created to 

keep the action going. New “novelty 

vehicles” — an ambulance, hearse, 

limousine and an ice cream truck — 
have been tossed into the mix, just for 
those who enjoyed driving the school bus 
around in the first game. Mutiplayer has 
been specifically addressed as well, with 


the addition of 25 new missions (such as 















Capture the Flag and Racing), more 
options for each game and a new hack 
prevention to keep those nasty on-line 
cheaters at bay. Thankfully, the original 
cast returns for the voiceovers and cut- 
scenes that made the first game so 
enjoyable. 
Activision has also been cool enough 
to make this expansion disk a stand- 
alone game, not requiring you to have 
the original 176 to play the new 
missions. But wait, there’s more. As 
an added bonus, you get the original 
in the same package for just forty 
bucks! And, if you already have the 
original, Nitro will upgrade it to the 
Interstate 76 Gold version, adding the 
new hardware acceleration as well as 
some changes and tweaks to the 
game engine — making it much 
faster and smoother. This is great news 
for all of us who suffered through the 
slow and chunky frame rates of the 
original and may even make you want 
to go back and play the first game all 
over again. 
If you’re a fan of the original's ‘70s-style 
soundtrack, then you’ll be happy to 
know there are plenty of new far-out 
tracks. While most people will 








vehemently deny they like disco, | am willing to 
bet the greater population that experienced the 
‘70s in some form or another still listens to the 
likes of the Village People and the BeeGees 
when they hear it on the radio. 176 capitalizes 
on this and has ‘some really cool funky, 
groovin’ music. 

Now, here’s the only bit of bad news. Our 
offices at Dimension Publishing are 
equipped with a multitude of bad-ass 
Falcon Northwest 300MHz Pentium Ils — 
each running a Canopus Pure 3D 
accelerator card. It seems Nitro Pack isn’t 
happy with our set-up and exhibits some 
pretty nasty bugs, specifically with the AGP 


cards we're using for 2D. We experienged 
texture swapping, polygons breaking“up 
(or, in some cases, totally dropping out) and —at 


more than a few total melt-downs where 
our computers would lock-up. It would be 
one thing if we were playing a beta, but we 
were using the final shrink-wrapped copy. 
We did bring this to Activision’s attention 
and they are aware of the problem. 

Bugs aside, Activision's Interstate ‘76 Arsenal 
is a great deal — the original, upgraded 176 
and an all new set of missions that could (and 
does) easily stand-up on its own, is well worth 
the purchase. Break out the Parliament, “cause 
it’s time to get funky! 
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Available Spring ‘98! 


Strap in and throttle up as you 
whip through the most realistic 
and immersive powerboat racing 





DEATH-DEFYING JUMPS 


. 


game ever made. Jump over 
roadways and through passing 





convoys or speed between oil 
tankers before they close off the ae ry ae aa 
track and turn your boat to splin- 
ters. Find a shortcut and take the 
lead, or better yet, secure your 
victory and force your opponent 
into a river barge 

at 200 miles 


per hour. 






on the same connie orc 
6 of them over the network 


© Dive under water, crash through waves 
and careen off jumps. 


© Fully interactive 3D environments that 
continually change during races. 


© Fight super-intense racetracks from 
around the world to tear through. 





© Can't find a worthy opponent? Race 
your “ghost” using your own best time. 





Download the demo at www.vrsports.com 
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Check Out Our New Gaminc WEBSITE 


DIAMOND UNDERGROUND 
http:/, /www.diamondmm.com/underground 





experience? 


¢ Just check out 


L = - Diamond’s 
new Monster 3D Il. It’s the fastest 3Dfx 
Voodoo2 graphics weapon ever. Monster 3D II 
gives you more speed, more action, and more 
gaming power! It even works with your existing 
graphics card to deliver outstanding 3D depth 
for the most realistic gaming images. 


FASTEST Voopoo2 Action! 
Monster 3D II features: 


Screaming performance 
at over 60 frames 
per second 


eAdvanced MEGAMonster™ dual card 
feature for over 100 fps at 1024 x 768 gaming 


*Glide (Voodoo, Voodoo2), Direct3D, 
and OpenGL acceleration 


eSuperior resolution support at 
800 x 600 with Z-buffer 
8MB Z-BuFFERING: THE MONSTER ADVANTAGE 
8MB of memory allows Monster 3D II to 
perform Z-buffering, so you can play games 
like Quake IIF Hexen IF Jedi Knight? Turok™ and 
more in 800 x 600 with incredible depth perception. 


LIMITED TIME OFFER FoR MONSTER 3D OWNERS 
Get a $50 Upgrade Rebate 
when you buy Monster 3D Il. 


See retail box or diamond te for details of the mail-in-offer. 
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Even though a lot of attention is 
on Voodoo 2, it's interesting to 
note that Quantum3d has been 
producing cards with Voodoo 2- 
like features and performance 
for a while now. The top of the 
line first-generation 3Dfx cards 
are Quantum3d's 100SB (single 
board) cards. Even though these 
boards were developed with 
high-end simulation and LBE 
(Location Based Entertainment) 
users in mind, you can put them 
in your home computer for 
amazing gaming performance. 
These cards do scan line 
interleaving (SLI) on ONE full- 
length PCI card, which is 
normally done by connecting 


aU Blaster Voodoo 


Company: Creative labs 
Prices '299.99 


Well, it’s here and what can we say? This 
baby is worth the money. If you were 
one of the early Voodoo adopters back 
in the dark days of ‘96, you probably 
paid the same amount of money for a 
3Dfx card with one-third the amount of 
on-board RAM as this 12MB card does. 
And the memory really does make all 
the difference in the world. With a four 
MB frame buffer (twice that of the 
original), you can kiss 640X480 Quake 
2 goodbye and say hello to the new 
world of 800X600. Even at this higher 
resolution, you'll be pulling down 
unbelievable frame rates. Running on a 
P2 300, we were seeing timedemo 
speeds of well over forty frames per 
second! Games like Turok: Dinosaur 
Hunter and Forsaken were also 
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two Voodoo 2 cards. 
It's almost too bad the § 
card is hidden inside 
the computer because 

it's a striking long black board 
loaded with chips and texture 
units. Because of its length, the 
computer it's being installed into 
needs to have a PCI slot that's 
unobstructed across the entire 
motherboard. An ATX form- 
factor motherboard is the perfect 
home for it. The 100SB features 
an S-Video output and a RCA 
Composite out if you wish to 
connect it to a TV. The card 
comes with the Quantum 3D 
version of MangoGrits' Barrage, 
which shows off the card's 
ability to handle complex 
polygon environments and 


2 


screaming along at sixty plus 
frames per second; believe me, 
you're not going to have to Worry 
about slowdown with the 3D 
Blaster under your hood. Because 
Creative Labs raced their Voodoo 2 
card out to market to put the kibosh 
on their competition, the card is 
unfortunately lacking in an 
accompanying bundle of software 
to show off their slick new piece of 
hardware. This shouldn't come as a 
heart-stopper to long-time Voodoo fans 
who'll be able to enjoy any of their 
current pile of games, but new owners 
might be a tad disappointed to open 
their new $300 box to discover the card, 
a pass-through cable, a driver CD anda 
very thin manual. The reference drivers 
included let you tweak a few Options in 
your games (such as shutting off v-synch 





trilinear filtering with ease. Like 
any Voodoo card, the Obsidian 
is a cinch to install, and playing 
GLQuake is nearly a religious 
experience. On a P2-300 it gets 
a GLBench score of 95.4 frames 
per second at 640x480. 
Quantum 3D ships with drivers 
for Glide and Direct3D. If price 
is no object and you only have 
one PCI slot to give up, the 
Obsidian 100sb 4440 deserves a 
place in any high-end computer. 
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for blitzkrieg speeds, tri-linear filtering 
for D3D games and advanced texture 
filtering for Glide titles), but the included 
manual doesn’t explain any of these 
options to the lay person. All in all, a 
great piece of hardware for the price, 
and at press time the only Voodoo 2 
card, so we give this our strongest 
recommendation. 
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So, who says you Can't play games 
on the Mac? Not the people at 
Techworks that’s for sure! With 
their new Power 3D 4 MB 
graphics accelerator, Techworks 
shows us that someone still 
believes in Mac gaming... even if 
the software developers don’t. 
While there might not be an 
abundance of 3D accelerated 
games on the market for the Mac, 
there are a few, and they do look 
quite purty. Now you may be 
thinking that it seems a little silly to 
fork out all the money for an 
accelerator and then the price of a 
game, only to have the choice of 
five games to play it with. Well, 
Techworks took that into account. 
They included 3 full version 
games, including MechWarrior 2, 


Attack Throttle 


Company: Thrustmaster 
Price: ‘59.95 


You know how with a game 
like Forsaken there’s just no 
way to get all those buttons set 
up comfortably on your 
keyboard? Even with a really 
nice joystick (like the 
Thrustmaster Top Gun, fer 
instance), you still, for the most 
part, only have a half-dozen or 
so buttons or switches that you 
Can assign functions to. And 
some of these flight sims have 
upwards of twenty different 
controls to toggle. If you're into 
the flight sims, giant mech 
combat or any other complex 
piloting game, you'll be uey 
happy with the new digita 
Attack Throttle from 


VR Soccer and 
Weekend Warrior, 
plus, the full first 


episode of Quake... 
that makes up 4/5 of 
the 3D accelerated 
games available for the 
Mac as of this writing. 
That's not too bad... 

The games we tried with the 
Power 3D worked flawlessly, even 
on our 603e 200mhz Star Max, 
Quake looked beautiful. If you’ve 
never experienced 3Dfx Quake 
then you're in for a real treat when 
you finally do. Quake is becoming 
the benchmark for all 3Dfx 
accelerators and | can tell why. 
The 3Dfx lighting, mipmapping 
and bilinear filtering work 
phenomenally. Techworks hadn’t 
compiled a list of upcoming 3Dfx 
supported games as of press time, 


Thrustmaster, which is 
modeled after the F-15E 
throttle. This device will allow 
you to connect any analog 
source, be it joystick or rudder 
pedals, and will convert their 
signals into digital for greater 
response. This baby also is 
packed with four buttons that 
can be assigned different 
actions based on a three 
position “dogfight” switch, 
which means that twelve more 
buttons have come off your 
keyboard and onto your 
gaming device. Throttle action 
is smooth, with idle detents to 
help you set your power 
without having to constantly 
eyeball the position; the 
detents are also helpful in 
keeping the throttle from 










so all we can do is hope that there 
will be more... 

If you’re a diehard Mac game 
player or tired of your friends 
showing off thier new accelerated 
PC games and pointing at you and 
laughing (like they do to me) then 
the Techworks Power 3D graphics 
accelerator is for you! 
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slipping or 
moving 
around. | 
was able 
to throw 
t hoes 
sucker 
onto my system 
without any fuss, as the 
drivers installed quickly and 














instantly recognized the 
throttle. | plugged in my 
joystick, ran through the 


calibration procedure once 
and haven’t had the slightest 
problem since. Definitely a 
must-have for wanna-be flight 
monkeys. 


gacy Tarolli 


Gary Tarolli is one of the 
original founders of 30fx 
Interactive and is currently 
Senior Vice President and 
Chief Scientist at 30fx. He 
is one of the architects of 
the Voodoo Graphics 
chipset. specifying and 
inventing many of the 
algorithms implemented in 
silicon. After receiving a 
BS. degree from RP] and 
an MS. degree from 
Caltech, Gary has been 
working in field of VLSI 
design and graphics for 
the last {6 years. at such 
companies as DEC. SGI, 
Pellucid, Kubota, and now 
SOfx. In 1992, he was the 
second recipient of EE 
Times “Celebrating the 
Engineer” award. 


Where should I start? If we travel back in time 
to 1993, Pellucid,a small startup company founded 
by ex-SGI employees, was acquired by MediaVision, 
a PC multimedia company. Pellucid had licensed 
the SGI IrisVision technology and was involved in 
numerous attempts to bring 3D to the PC masses. 
In 1994, MediaVision collapsed into bankruptcy. 
Although I lost some real money and potentially 
valuable stock options, I was convinced that this 
was a good thing — a sign, if you will. It made the 
decision to leave MediaVision to start 3Dfx an 
obvious one. Although some of us had toyed with 
the idea of starting a company over the last year, 
it was hard to leave a comfortable job for the 
unknown. My wife Caroline kept urging us, "Just 
do it!". It was now time to listen to Caroline. 

Three of us, Scott Sellers, Ross Smith, and I left 
MediaVision over the course of a few months and 
began the long process of trying to form a new 
company. Ross was interviewing for a potential 
job at another company (just in case!) and it 
became obvious to the interviewer that Ross wasn't 
terribly excited about the position. So he asked, 
"What do you really want to do?" And Ross told 
him about our ideas to design 3D graphics chips 
for video games. 

In a fortunate stroke of luck, the interviewer 
was Gordon Campbell, President of Techfarm, 
whose business is starting high-tech companies. 
A week later, in August of 1994, we met Gordie 
for dinner, shook hands and 3Dfx was born. 
Technology development on Voodoo Graphics 
began in full swing (with just Scott and myself) in 
parallel with the business plan (Ross). Five months 
later, we had secured venture funding, hired our 
first few employees, rented some space, bought 
some computers and printers, and never looked 
back. Our first corporate T-shirt had the words, 
"What do you really want to do?" printed on the 
back side to commemorate that fateful interview. 

Chip design is a long process. During the course 
of the first year spec sheets, pictures, slight-ofhand, 
animation movie loops, and even an SGI Reality 
Engine were used to show people what Voodoo 
Graphics would do.The Reality Engine caused 
quite a stir at Comdex '95, attracting Bill Gates 
to our display, and heckling from our competitors. 
Only the faithful at 3D fx really believed our chips 
would look like the Reality Engine emulation. 

Inside 3Dfx, the chipset was called SST-1, for 
Sellers, Smith, and Tarolli, an acronym that I had 
come up with.SST-1 was designed by a core team 
of three engineers that would expand to five over 
the life of the project. The rendering algorithms 
for the two chip design were simulated on PCs, 
while the logic gates were simulated on SUN 
workstations. SUN workstations outnumbered 
hardware engineers and were kept busy around 
the clock performing simulations and eventually 
laying out the polygons on the actual chips. The 
process took much longer than expected, but 
by the time of our first Christmas party, both chips 

were "taped-out" and in fabrication. Celebration 
was in order, and a brief rest was earned. 

There are literally dozens of multipliers and 


dozens of adders on each of the two chips. Each 
chip performs around 4 billion actual operations 
per second, of which around one third are integer 
multiplies. These are real operations performed 
— if you were to try to do these on a CPU (ora 
DSP) you must also do things like load/store 
instructions and conditions. In my estimation it 
would take a 10,000 Mip computer (peak) to do 
the same thing that one of our chips does, or about 
30 of the fastest PII-300 chips to match each SST- 
1 chipset! 

The pixelfx (FBD chip arrived from fabrication 
in January 1996. Bringup was an exponential 
process — very slow at first, picking up speed, 
and then proceeding at a rapid pace after a week. 
With only the pixelfx chip, all we could render 
were RGB shaded triangles, which had never 
looked so good! We were quickly able to verify 
that fog, alphablending, depthbuffering, etc all 
were working fine, but the big one — texture 
mapping — required the texelfx (TMU) chip. 

The texelfx chip arrived a few weeks later and 
within a day we had a texture mapped demo up 
and running. That day was Super Bow] Sunday. No 
one remembers who played or won, because in 
our minds, 3Dfx had won. We were in business! 
We had a real product to sell! We could retire 
the Reality Engine! It was common to stand in the 
lab and just stare at the real-time images being 
rendered — things of beauty. When you wait so 
long for something so important and you finally 
get to see it, it's hard not to stare. 

The Computer Game Developer Conference 
(CGDQ) in March '96 was the first public showing 
of Voodoo Graphics and was a monumental event 
for 3D£x. Voodoo Graphics stunned the onlookers, 
developers and competitors with it's performance 
and features. We went for it all when we spec'd 
Voodoo Graphics and we delivered it.The longevity 
of Voodoo Graphics can be attributed to that 
decision, the result of numerous internal debates 
over time-to-market versus feature-creep, which 
are the same kind of debates we still have 
concerning new products. 

No project is without its hiccups and Voodoo 
Graphics is no exception.The first chips were 
designed in .6 micron technology and were going 
to be too expensive. They also lacked a critical 
feature — an 8 bit color palette to support paletted 
textures — a format commonly used by PC game 
developers.We shrunk the chips to .5 micron and 
added the texture palette. This design was first 
shipped in October 1996 by Orchid in the 
Righteous 3D. 

So that's a quick recap of the history of 3Dfx 
and Voodoo Graphics. A project such as Voodoo 
Graphics and all the subsequent projects at 3D£x 
cannot be successful by labor alone. A dedication 
to the project, to the dream to do something 
special, is required, What I love about 3Dfx is that 
everyone shares the dream and is part of the dream. 
"What do you really want to do?" 3Déx is still our 
answer. 

In the next issue, I'll talk about Voodoo2 and 
what it means to developers and users. 
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Available on Windows 95. Visit your local retailer or call 1- BUDS 
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